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Telephone Numbers 

Editorial & Advertising 01 251 6222 
Facsimile 01 490 1095 
Subscription Queries 0733 555161 
Newstrade Queries 0733 555161 


Addresses 
Editorial & Advertising: Priory Court, 30-32 
F Lane, London EC1R 3AU. 


Subscriptions: PO Box 500, Leicester LE99 OAA. 
Back Issues: EMAP Frontline Ltd, Park House, 117 
Park Road, Peterborough PE1 2TR. 


Honorary Mates For December: Dawn at Digital 
(definitely a ‘miss') and Richard Slater. 


THE ONE’S GUIDE 
TO PRICE, RELEASE 
DATE AND 
EVERYTHING 


Y ou may be used to reading reams of 
opinionated waffle elsewhere, but here 
we prefer to let the games speak for 
themselves. Relevant scenes are shown, with 
informative captions used to convey the ‘feel’ 
of the game in question. Each review 
concludes with opinions highlighting any good 
and bad points, prices, release dates and 
ratings where possible. Basically, there's 
something for everyone - at best a highly 
detailed review, and at worst a highly-detailed 
preview. There's nothing clever, just 
straightforward facts and ratings. Updates will 
follow where appropriate. 


THE RATINGS 


GRAPHICS Not necessarily how colourful of 
well drawn they are, but how well they fit into 
the overall effect. 

SOUND Again, not necessarily quantity of 
indeed quality of sound, but how well it's 


used. 

PLAYABILITY How does the game feel? Is it 
addictive or plain uninteresting. 

VALUE Essentially a reflection of lasting 
interest - how much game you get for your 
money. 

OVERALL A useful point of reference = 
essentially a summary of the preceeding 





LETTERS 


All the mail that's fit to print 
(and a little bit more besides) 
in neat, bite-size pieces - 
courtesy of The One's 
sausage machine. 


And here are the News 
headlines... Ocean Buys 
Carrier Sequel! Top 
Conversion In Release 
Drama! Hawk Up In The Air! 


30 | SHOWCASE 


Pretty polygons, tidy 
textures, interesting Interior 
Design, and a fat caveman 
with a yo-yo all have Nick 
Pelling in common. Plus 
piles of pleasant pictures 
from a potentially potent 
pixel packer. 


And what a lot there is... 
which is why this is now a 
section in its own right. 


Diamond December details. 


117 Axel’s Magic Hammer 
(Gremlin) 
57 F-29 Retaliator 
(Ocean) 
67 Ghouls ‘n’ Ghosts 
+ (US Gold/CapCom) 
62 Hard Drivin’ 
(Domark/Tengen) 
It Came From The 
Desert 
(Cinemaware/Mirrorsoft) 
74 ~=—s The Ninja Warriors 


106 


(Virgin/Sales Curve) 
89 #8Rock ‘n’ Roll 
(Rainbow Arts) 
113 Switchblade (Gremlin) 
121 The Untouchables 
(Ocean) 
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TIPS 


Help is at hand for any paddie- f sige 
less people up the creek ae 
with... . 


3D Pool (Firebird) 
Altered Beast 
(Activision) 
Conflict: Europe 
(PSS) 

Hybris 
(Discovery/Softek) 
indiana Jones And 
The Last Crusade: 
The Graphic 
Adventure 
(Lucasfilm/US Gold) 
interphase 

(Image Works) 

The New Zealand 
Story (Ocean) 
OutRun (US Gold) 
Populous: The 
Promised Lands 
(Electronic Arts) 
Weird Dreams 
(Rainbird) 
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Finding Bomber a bit of a 
bummer? Vektor Grafix's 
“Bamber Gasgoigne' John 
Lewis teams up with 
resident bimbo Brian Nesbitt 
to, erm... bember’ a hand. 


FEATURE 


Virtually everything you ever 
wanted or needed to know 
about Ghostbusters ||. PLUS! 
WIN! A video camera from 
Activision. 


DEMOS 


A computer cartoon and a 
mountain of music. PLUS! 
Gallons of imminent games 
in cut-down form. 


iT 
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What Phil South doesn't 
know about graphics he... he 
doesn't know about 
graphics. This month: Founts 
PLUS! A chat with one of the 
country's top programmers - 
the fount-astic Andrew 
Braybrook. 


= 


ARCADES 


A choice continuation of 
Taito's captain catch ‘em up, 
Chase HQ. PLUS! A sizzling 
pseudo sequel! to Irem's 
raunchy R-Type. 


WIN! A watch-mendous Sony 
Video Walkman. PLUS! 
Copies of US Gold's latest 
corking CapCom conversion, 
Ghouls 'n' Ghosts, also up for 
grabs. PLUS! 25 Terrific T- 
shirts. And all from US Gold. 
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FEATURE 


Just how close are we to 
creating a truly human 
computer opponent? 
Actually, it already exists - 
but it's only got a mental age 
of around four years. Kati 
Hamza looks at the 
development, the future and 
the potential of so-called 
Artificial intelligence. 


BACKSPACE 


The rest of that little 
something that's a little 
different... 


4 
T | 
aan | 
Oo} 
2 
mf 


6861 HAEWIOIA 





UNIT 4 STANNETS LAINDON NORTH TRADE CENTRE BASILDON ESSEX $S45 6 DJ - PHONE : (0268) 544 126 


© TITUS 1989, WILD STREETS, TITUS AND THE TITUS LOGO ARE REGISTERED TRADEMARKS OF TITUS SOFTWARE CORP. 











AVAILABLE FOR AMIGA, ATARI ST, PC AND 


COMPATIBLES, AMSTRAD, C64, SPECTRUM. 
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THE ONE 





>>? ETTER 


MEGABLAST MUDDLE 


> & Dear The One, 
| am writing to ask your advice on the 


purchasing of a certain computer game, namely 
Xenon 2: Megablast. You see, | have a PC, with 
VGA, and am very interested in the aforementioned 
game and would like to become the owner of a copy. 
What | want to know is, is it worth it? You were very 
vague on details in the review and | am hoping you can 
tell ifitrunson EGA or VGA, if the gameplay is. as good, 
and will it run on PC-DOS§ 3.0 or 3.2. Also, please tell 
me what MS-DOS is — do | need it? 
Paul Rawlins, Acomb, York. 
@ peta is MicroSojft's Disk Operating 
System which is partly responsible for making 
IBM compatibles compatible. Funnily enough, MicroSoft 
wrote the original Personal Computer DOS for IBM... 
which is why the two are very very similarand why you don’t 
reallyneed it. Xenon 2; Megablast on the PC is worth it 
— but only if you want a good blast. It should be out and 
about by the time you read this. 


POPULOUS PROBLEM 


» ® Dear Sir, 
lam writing to ask why you did not print the 

address to send for Populous and The Promised 
Lands. | have been aspiring for quite a while to own 
these disks and this special offer seemed like the ideal 
opportunity, so would you please send me the correct 
address to send my £19.99 to ASAP. 

By the way, why is software 25? How are these 
prices justified? 
Stephen N McAleney, Govanhill, Glasgow. 
r # The reason there was no address is simple: it 

. fell offthe artwork. Nono no: it was there, really, 
it's just it was so small you couldn't see it without a very 
powerful magnifying glass. Erm... it was the same colour 
as the page... okay? Let's just come clean: we forgot. Just 
like we forgot to mention that the offer is open while stocks 
last. Sorry. There are many reasons why the price of 
software is what it is. Whether or not software is expensive 
is down to the individual and the software in question. If you 
get 20 hours of entertainment out of a game costing 20 — 
then that's a pound an hour to have fun. Rental of a video 
costs anything between £1.50 and £2.00 for on average 
two hours of fun, and a visit to the cinema can cost up to 
four times as much! On the other hand you could pay 
around 30 for a game and only get an hour or so of fun out 
of it But then, when something costs that much, most 
people tend to make themselves enjay it anyway. From the 
software houses’ point of view there's development time, 
packaging, promotion, overheads, piracy and plenty more 
besides al! contributing to prices. It does seem a little 
unjust that Amiga software often costs 5 more than its 
Atari counterpart, especially when Amiga software sales 
are at least as healthy as those of the Atari and when more 
often than not the development time is shared between the 
two versions. For some reason, publishers have always 
linked the price of software to the original hardware price 
(the same was true of the inexplicable price difference 
between Spectrum ond Cé4 software in the old days). One 
ray of hope is that there's a new trend for lower price 
software: The Edge, Rainbow Arts, US Gold and Electronic 
Arts are all putting re—releases out for a tenner, while 
Mastertronic and Code Masters are going one step further 
and doing the deed for less than a fiver! 


LETTERS, The One, Priory Court, 30-32 


Farringdon Lane, London ECIR 3AU. 


UPDATE ULTIMATUM 


Dear The One, 
a * | would like to know if you have got an Update 


section because | have only just started reading your 
magazine (which is brilliant) and in Issue 13 there is no 
Update section. 

Most of the games that you review are for the Amiga 
or the ST, and as the PC version usually comes out later 
it doesn't get reviewed. Please bring in an Update 
section so the PC owners know what games are good 
for their machine and know what the game is all about. 

Also, could you please tell me what time of the 
month your magazine comes out? 

Robert Buckingham, Ipswich, Suffolk. 


* 4 The One should appear in newsagents 

countrywide around the 28th of each month, 
with the cover date shown relating to the month following. 
For example, you should have been able to buy this issue 
(December) on Tuesday the 28th of November. As for the 
Updates section — it's really only there when we need it: if, 
for example, the PC version of a particular game is so 
wildly different to its counterparts that the public needs to 
know. If no great difference exists, then the original 
review's okay — fair enough? 


RAINBOW RANKLE 


e bh Dear The One, 
| have three questions to ask you. When you 


reviewed Rainbow Islands you stated that it would 
be out in September. Now that it is October, | am 
wondering about the delay. If you have any information 
on this please would you be kind enough to inform me. 

Also, are there two different Batman games? 
Finally, when will The Kristal be coming out on the 
ST? 
Adam O'Donnell, Southgate, London. 

Yes, there are two different | é6-bit Batman 

* a games — both from Ocean. Batman The 
Caped Crusader appeared towards the endoflast year, 
while the latest incarnation is based on the recent smash 
hit movie. The former is an arcade adventure written by 
Special FX and reviewed in issue Three, while the other isa 
collection of three different types of arcade action and was 
reviewed in the last issue. On the subject of The Kristal, 
programming delays have set in and a pre-Christmas 
release now looks unlikely. If you want to know about 
Rainbow Islands... just turn the page! 


SIERRA SECRETS 


Dear The One, 
- | have recently purchaséd Leisure Suit 
Larry and Police Quest for the Amiga. 

In the games it only gives contact points for the Hint 
Books in America. Could you please tell me if | can get 
them anywhere in the UK. 

Matthew Taylor, Rothley, Leicester. 
4 “a fear Matthew, help is at hand. 
Activision (Sierra's European distributor) has a 
telephone ‘help line’ where stranded adventurers can 
search for a resolution to their plight. Try calling (0734) 
310003 — but only between the hours of 2.00pm and 
5.00pm. Further help is available from a series of hint 
books which can be obtained from Software Circus (0! 
436 2811) or most good software stores. 


SUBSCRIPTION 
STUMPER 


a » Dear The One, 

lam finding it increasingly difficult to find and 
purchase your magazine with each passing month. Not 
because of any displeasure in the overall quality of the 
publication, but because most if the newsagents around 
my home either have never heard of your magazine or 
look at you as if you are some sort of mentally deranged 
creature if you ask for it! Even then, the ones that do 
stock your magazine only seem to stock a few copies. 

In short... HELP! 

Is there anyway on which | am count on getting your 
magazine every month without fail? Can't you offer 
your readers a service of some kind where by you 
forward the month's copy, for a certain yearly or 
monthly fee? 

Neil Hudson, Batley, West Yorkshire. 


« * Well Neil, check out the Contents pages, 

= and somewhere under the names and phone 
numbers you will find details of how to obtain a regular 
subscription. By the way, thanks a Jot for letting us know 
about your difficulties in getting your issue — if any other 
readers are having similar difficulties, don't hesitate to let 
us know so we can do our best to put things right 


Congratulations! You Have Found A Secret Room! 
Answer The Question For Bonus Points! 
One of these chests contains the right answer to our 
astonishing question — and whoever finds the right one 
and gets it to us first will walk (or fly) away with a copy 
of Ocean's F-29 Retaliator'! 

The question is... only four people have their names 
inscribed on a plaque on the moon: three are the 
original astronauts, but who is the fourth? 


A, 
John F Kennedy 


B 
Michael Jackson 





Cc 
Richard Nixon 


Last month's question was, you may remember, 
‘Captain Searlet's ngt as indestructible as he'd have us 
believe. One thing can kill him — what is it?” 

The Answer? High voltage electricity, as anyone 
who's seen an episode entitled Noose Of Ice will tell 
you. Just for the record: an arctic research station's 
heaters had broken down and as a result it was in 
danger of being crushed by the rapidly contracting ice 
(all thanks to Captain Black, of course). 

Fortunately, Captain Scarlet is at the scene, and he 
decides to go down below and repair the generators. 
Which prompts Captain Blue to say: “There's 100,000 
volts of electricity down there. Remember: high 
voltage electricity is the only thing that can kill you...” 
So there you have it. 

Last Month's Winner was, in fact, Major Eric Shawn 
of Biggin Hill in Kent who gets a copy of Domark's 
Hard Drivin’ for his troubles. 
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Neural Cybertank Design and Simulation 


Gene ae eee UO MUR UL) ORR cule Ulm) icc Cele ultcllel ute Ra) CR 
heart of the OMEGA Project, a classified military contract that's shaping combat's future. Employing 

tomorrow's technology, OS! cybertank engineers design the chassis and artificial intelligence (Al) / 
for the next generation of neural armored warriors — and they gauge their success on a simulated ( 
field of battle. Join these elite ranks, and pit your designs against the world’s best. 
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IBM/COMPATIBLE VERSION Eien tinta raise Noon aie 


Available for: IBM/Tandy/compatibles, Commodore (-64/128, Apple Il series, Atari ST and Amiga. Coming soon for Macintosh and Apple IIgs. 
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IT WAS reviewed way fhittiee: 2 Pa i licence = &« Somewhere over the rainbow? Let's hope the sun ¥ Taking off in Easter of next year 
back in August, receiv- reverted to the Japanese does shine for Graftgold’s incredible conversion. Electronic Arts’ Hawk. 


; arcade giant. 
ing a massive 94% and At this stage, Taito claimed 


boasting a release date that it not only owned the title, 


of September. In the put all of the work carried out 
same piece, Andrew onthe project up to that date. 
Braybrook’s first con- Programming team Graftgold 
version was described objected to this, mainly 
asbeing:“ofsuchahigh because the game was writ- 


uality that it’s easy to ‘'e" using its revolutionary 
eden that it’s ak ake OOPS! development system 


inal” (see page 37 for more 
original,” but since then details), and refused to part 


nothing's been heard. — with any of the code. 
whatever happened to Matters were complicated 
Rainbow Islands? further in April of this year 

At least three companies when Microprose stepped in 
now claimtohavesomestake to buy Telecomsoft’s three 
in the finished product, and labels: Rainbird, Firebird and 
although the game is almost Silverbird. Although Micro- 
certainto appeareventually,it prose bought all finished 
may not turn out to be the versions of Rainbow 
superlative version put Islands, it didn't actually 
together by Andrew Bray- acquire permission to publish 
brook and his team. them. 

Problems first arose when Although the company has 
Telecomsoft acquired the been paid in full for all of the 
licence from Taito to release work that it's done so far, 
the game onits Firebirdlabel. Graftgold’s Steve Turner 
Apparently, the strict produc- claims that not having the 
ondeadlinewasnotmet,and game published is: “a terrible 
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blow to morale", and that 
financial return is not the only 
reward for coding a good 
game — reputation is also at 
slake. 

Because of its success with 
other Taitotitles (Rastan, The 
New Zealand Story, Opera- 
tion Wolf and Chase HQ 
among others), it now seems 
certain that the Manchester 
mogul will pick up the 
available licence. However, 
whether Ocean will be able to 
persuade Microprose (or 
whoever actually owns the 
code) to part with Graftgold's 
original is still unclear. 


UP IN THE AIR 


Although a review copy has 
not yet been seen, Electronic 
Arts’ flight simulator, Hawk, 
first appeared in these pages 
even earlier — in July's Work 
In Progress. At that stage it 
was described as imminent, 
butit has since been subjectto 
several delays 
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Release was first put back 
until December, and now it's 
not scheduled to hit the 
streets until the early part of 


1990! 
The reason for the delays? 


Argonaut's Jez Sanisclearon 
that point: “We keep adding 
extra features... just when we 
think we're nearly finished we 
come up with another idea to 
improve it. At the moment just 
about everything is finished. 
Gameplay is finalised, and 
now it's just a matter of bolting 
on the front end and doing 
some general tidying up.” 

However, another reason 
for the delay might be that 
Electronic Arts is not keen on 
the idea of Hawk clashing with 
Activision's Bomber and 
Oceans's F-29 Retaliator 
over the competitive Christ- 
mas period. In any case, 
Hawk now seems to have a 
reliable release date, and 
providing our Jez doesn't 
have any more brainwaves, 
we should see something in 
either April or March of next 
year. 


SOCCER MATCH 


OUT IN OCTOBER 
ay ON ATARI ST 
CBM AMIGA 
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arrival in early 1990. 


AFTER months of 
speculation and rumour, 
Realtime has finally 
found a home for the 
sequel to its astonishing 
maritime strategy epic, 
Carrier Command — in 
the Manchester offices 
of Ocean software. 
Battle Command utilises a 
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> Realtime’ Ss Santer Command: looking rears to en new 


similar control method and 
environment to its illustrious 
predecessor, but adds faster 


and more detailed graphics ~ 


and replaces Carrier's overall 
concept with a more mission- 
based format. 

Taking control of a single 
tank, the player works through 
a series of mind and muscle 
orientated ‘training’ sessions 


with the ultimate aim of 
gaining enough experience 
and armour to attempt the 
final challenge. 

The developers are quick to 
point out that this is not a 
simulation however — it's a 
game, where you can up- 
grade your tank, fight, off 
enemy armour and aircraft 
(without having any air sup- 
port of your own) and play with 
what Realtime's lan Oliver 
describes as: “a range of nice 
toys, similar to those in 
Carrier.” 

Although the missions were 
originally linked by a scenario 
(a foreign power had stolen 
vital defence equipment, 
leaving you no option but to 
invade and get it back), this 
has now been dropped — as 
project manager Graeme 
Baird puts it: “it just didn't 
seem relevant to the game — 
but it's still possible that the 
marketing boys will put a 
scenario back in before it's 
released.” 

Realtime has been working 
on the project for over a year 
now, but some of the original 
ideas have been scrapped 
and the present version has 
only been in existence for a 
couple of months. 

There's no fixed release 
date as yet, but Realtime 
hopes to finish all three 
versions simultaneously, 
avoiding the problems which 
arose with Carrier Command 
where the PC version arrived 
ayear afterthe ST and Amiga. 
Expect to see results by 
February or March of next 
year, and further details as we 
get them. 








BALLY Midway's 
innovative split-screen 
three-player coin-op 
Xenophobe is now 
available, complete with 
music cassette, on the 
MicroStyle label. Unfor- 
tunately the three- 
player option has been 
lost in the translation, 
but otherwise the ‘kill 
and collect’ action has 
remained intact. Alien 
haters everywhere can 
get their hands on this 
right now for £24.95, 
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» Three turns into two in MicroStyle's iabipibbe 
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(Electronic Arts) 
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XENON 2 
(Image Works) 


THE GAMES: SUMMER 
EDITION 


(Epyx/US Gold) 


CONTINENTAL 
CIRCUS 


(Sales Curve/Virgin) 


(Blade) 


(Digital 
STRIDE 


LASER SQUAD 


F-16 COMBAT PILOT 


Integration) 
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(US Gold) 


THE DUEL: TEST 
DRIVE II 


(Accolade) 


Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Plaza on Oxford Street, 120 Oxford Street, 
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ght to the top. 


and Ocean's game of the | 


eg ee 
= hha d _-dalgihtllaa 
SSeS = 
See ee 
De a a ee 
i ee ee pe ee 

— ee 








' 


a 


i 7 


DECEMBER 1989 





| 





Rocket into the striking realism and spectacular visuals ofSPACE ROGUE, the phenomenal 3D space flight 
simulation. You'll discover authentic flight dynamics, precision navigational aids and sophisticated weapons 
technology as you maneuver through turbulent ion storms and confront alien foes. You'll visit space stations 
and mining outposts — swapping tales with pirates, drinks with friends and ee merchants. It's the 
seamless integration of space flight and role playing that makes SPACE ROGUE the first ORIGIN 
Cinematic Experience™, 
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We create worlds.” 





“IBMICOMPATIBLE VERSION _IBM/COMPATIBLE VERSION APPLE VERSION 
Available for: ]BM/Tandy/compatibles, Commodore (-64/128, Apple II series. Coming soon for Amiga and Macintosh. 
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For further information on Mindscape products and your local Dealer, contact: 
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN8 4DW. Tel. (044 486) 545/547. 
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» Super Joe Crack embarks on a one-way ride to infamy 


in Elite’s conversions of CapCom’s Commando. 








FORCE | 


Following the success 
of Paperboy, Elite is 
about to embark on a 
mindless beano of fren- 
zied bloodshed with the 
release of two of the 
most violent games yet 
to appear on 16-bit. 

First to wreak havoc on an 
unsuspecting public will be 
Steve Bak's Dogs Of War, an 
Ikari Warriors clone where 
the player takes on the role of 
a soldier of fortune who 
travels the world rescuing 
hostages and assassinating 
people. 

The shoot ‘em up action is 
nothing new, but a nice touch 
is that you select the tools of 
your trade from an awesome 
array Of powerful weaponry: 
including machine guns, 
flamethrowers and rocket 
launchers! 

In a (slightly) less destruc- 
tive vein are the long-awaited 
conversions of CapCom's 
Commando, starring the 
ultimate combat machine, 
Super Joe Crack, inhis daring 
mission to destroy an enemy 
command post. Featuring 
eight levels of vertically- 
scrolling havoc, Commando 
is due for release next month 
on ST and Amiga at £19.99, 

“Dogs Of War should already 
be on the streets at the same 
price. 


ROLL UP, ROLL UP 


To celebrate the open- 
ing of its second store, 
16-Bit software retail 
chain Software Circus is 
offering a five per cent 
discount exclusively to 
readers of The One. This 


i 


offer applies only to 


software in this month's 
Software Circus charts. 
To qualify for this offer, 
simply produce the Soft- 
ware Circus advertise- 
ment in this issue when 


visiting either store, in 
High Holborn or at The 
Plaza on Oxford Street, 
and making your pur- 
chase. This offer is only 
open until December 
31st 1989. 
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Superb fast action gameplay featuring real teams from the Football Leagues. 
® Each team defined with the correct strips. 

Create your own superleagues, cup competitions and build your strongest squad. 
& Each player in the team has his own characteristics- skill level, speed and 

style of play. The skill level of your team can be improved through playing well. 
& Realistic ball contro! allowing you to chip over, curl round or dribble through 
the opposition. The unique “Boot-O-Meter” enables you to vary the strength, height 
and spin of any kick. 
Full control of corners, free kicks and goal kicks. 
Heading, tackling and fouling. 
Full, realistic control of goalkeepers. 
Superb one or two player action. 
Play in a whole range of league, cup and practice matches or just practice 
penalties, free kicks and comers. 
The Country's most exciting computer game, endorsed by the country's most 
exciting player! 
“Don't forget, buy Gazza's Super Soccer. It's the No 1 Computer Game.” 


= Available for Amiga, Atari ST, Spectrum, Amstrad and C64 
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ANCO SCORES 
A HAT-TRICK 


GET YER kits out for the 
lads, as soccer supremo 
Anco has just signed on 
the dotted line for the 
deal of the century. 

The Greatest Soccer Game 
Ever, Kick Off, has been 
given a free transfer to the 
back catalogue to make room 
in the side for three new stars: 
Kick Off Extra Time, Player 
Manager and Kick Off Il. 

First out of the tunnel is 
Extra Time, an expansion 
disk for use with the original 
Kick Off program. Basically, 
it's more of the same, with the 
addition of a few balls and 
whistles: there are nine types 
of goal kick, new playing 
surfaces, the choice of wind 
on or off and new referees on 
offer — and plenty more 
besides. Extra Time is being 
awarded right now for a mere 
£9.95. 

For those midfield maest- 
ros who've reached the 
twilight of their careers and 
fancy beginning the move into 
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» Decision time in Player 
Kick Off Brian. 


the world of fat cigars and 
sheepskin coats will be over 
the moon about Player 
Manager. 

Using the same basic game 
‘engine’ as Kick Off, this adds 
training, a transfer market and 
tactical decision making — but 
unfortunately loses the 
superb two-player option. 
Player Manager should 
make it to the bench by the 
time you read this at £19.95, 
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Manager: the thinking man's 


Running the risk of flogging 
a dead horse (but what a 
horse!), Anco will wheel the 
Kick Off formula out one 
more time for Kick Off Il (the 
sequel). Not due until 


sometime next season, this 


will sport yet more features 
not seen in either Player 
Manager or Extra Time — the 
mind boggles. All three prog- 
rams are in the capable hands 
of Dino Dini, 





And hie S your starter, ever-growing peti 


no conferring... 


after trivia fold with the 16-bit 


Elite’s A Question Of interpretations of ITV's 
Sport and Grandslam’s jolly celebrity quiz show 
Saint And Greavsie, Sporting Triangles. 


CDS has entered the 


Promising to be a faithful 


adaptation of the TV original, 
Sporting Triangles puts 
three teams of contestants 
through four gruelling rounds 
oFtrivia devised by the show's 
own question compiler. 

Still with sport, butin amore 
conventional vein, there's 
European Superleague, the 
latest in a recent spate of 
football management games. 
This time around, you take 
your team (chosen from the 
top eight in Europe) to the top 
of the league and win the 
championship. Strategy and 
diplomacy are the names of 
the game, and there's a slice 
of footie action thrown in for 
good measure. 

Both Sporting Triangles 
and European Superleague 
are in your shop now, on ST 
and Amiga at £19.99. 
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<i> JET FIGHTER 
7 '  (Velocity/Paperlogic) 
, SIM CITY 
7 (Maxis/Infogrames) 
» | SPACE QUEST Ill 
(Sierra/Activision) 
is THE DUEL: TEST 
© DRIVE I 
| (Accolade) 
STARGLIDER 2 
(Rainbird) 
THE CYCLES 
/ (Accolade) 
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CHESSMASTER 2100 
(Mindscape) 


MI TANK PLATOON 
(Microprose) 

UFO 

(SubLogic) 
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Dragon's Lair, Space Ace and Bluth Group. Ltd. are registered Wademarks owned by and used under lice 
Bluth Group Ltd.; Character Designs © 1983 Bluth Group; All rights reserved; Space Ace programming € 
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VECTOR-graphic coin- 
ops are getting faster all 
the time: Winning Run 
and Hard Drivin’ two 
examples which com- 
bine polygons and pace. 
Now Domark has made 
the bold step of signing 
up what is probably.the 
fastest and most 
elaborate game of this 
type to date — Atari's 













» Jake and Duke 


imminent S.T.U.N. Run- blast their way 
ner. through the alien 
Set in the 21st Century, peril in Escape 
§.T.U.N. Runner puts you in non ee 
the driving seat of the world's Monsters. 


fastest land vehicle, careering 
through a series of perilous 
roadways and tunnels. Toadd 
to the futuristic feel, there's a 
large complement of 
weaponry, including deadly 
‘Shockwaves' which lay 


waste to everything on » American Football takes to the future in Atari's Cyberball — the 


screen. T i ictured ks remarkably similar to the original. 
fiat teeicheve done an S ere on pictu abet — ny lla - oor 
admirable job on Hard Drivin’ bn. ahh LEE Ele aeel 


(see page 62), butit’s going to 
have its work cut out in 
bringing this one accurately to 
16-bit. No-one has been 
signed up to handle the i ' a . 
conversion as yet, but it ) ; S Poe. foe Fok ; eee feet: Fat oo E . b 
seems likely that the job will go : , : 

to Domark's polygon profes- 
sor, Jeurgen Friedrich. 
Whoever does the job, don't 
expect to see anything for at 
least a year. 

In the meantime, Domark 
will keep its Tengen fans 
happy with the release of two 
other licensed conversions: 
the robotic American football 
spectacular, Cyberball, and 
Escape From The Planet Of 
The Robot Monsters. 

The former is currently 
being converted by Quixel 
(the Licence To Kill team) 
and is set for a January 
release. The chaotic Escape 
From The Planet Of The 
Robot Monsters (Arcades, 
Issue 13) is in the capable 
hands of Teque’s Jim Tripp, 
the man behind Xybots and 
Blasteroids, and is due for == 
release in the middle of 1990. & Tunnel vision takes on a whole new dimension in S.T.U.N. Runner. 
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Free Marvel comic book destined to become 
Pee eR Mell de ee 


Available for SPECTRUM, AMSTRAD, C64, AMIGA, 
ATARI ST, PC and Compatibles. 
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IF VARIETY is the spice 
of life, then Gremlin’s 
forthcoming quartet of 
games is a_ veritable 
chill, |. 

First off the mark is Skidz, a 
street-tough race game with 
the player guiding either a 
BMX or Skateboard through 
seven scrolling levels of urban 
courses such as streets, a 


construction site, canal ways, 
beaches and even a 
Chinatown! 


Each course requires a 
number of tricks and stunts to 
be completed, with thugs, 
animals, muggers and gran- 
nies (among others) getting in 
the way. 


Mindbender, on the other 
hand, is an out-and-out puz- 





zle game. It's a little similar in 
style to Gremlin’s wrinkly 
Deflektor, but with a more 
fantastical feel to it — casting 
spells and dealing with wit- 
ches, elves and gnomesis the 
name of the game. 50 levels 
await the prospective 
sorceror, with a complete 
construction kit allowing you 
to create your own. 

Finally, two giants of sport 
lend their names to a pair of 
“Ultimate” simulations. John 
Lowe's Ultimate Darts, 
endorsed by the beer- 
swilling, arrer-chucking ex- 
world champion is the first. 

Apparently over two years 
was spent studying the form 
and style of the masters in 
real-life competitions so that 
the computer opponents 
could play realistically. As well 
as the traditional game, 
Ultimate Darts features a 
number of variations, inc- 
luding Darts Soccer and Darts 
Cricket! 

But if you fancy more of an 
outdoor pursuit, why not play 
a round with The Great White 
Shark in Greg Norman's 
Ultimate Golf? Take on the 
awesome Aussié over a 
series of courses, complete 
with bunkers, water hazards 
and sloping fairways. Coo! 

Skidz and Mindbender 
should hit the shelves 
sometime this month on ST, 
Amiga and PC at £19.99 
apiece — John Lowe's 
Ultimate Darts is due at the 
same time and price, but 
unfortunately only caters for 
ST and Amiga. As for Greg, he 
should be teeing off on ST, 
Amiga and PC next month at 
£24.99. 
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BALLISTIX i / | = 
— : ; PSYGNOSIS 
It's a whole new ball game! ied i 


Sick of silly old soccer? Tired of pathetic pinball? Then you need a dose of Baillistix—the LIVE RPOQL L3 3AB 


fastest, wackiest, toughest ball game yet to appear on a computer. Ballistix just explodes | 
with excitement, puzzles and an amazing 130 different screens of frenetic action, onthe UNITED KINGDOM 
PC, Atari ST and Amiga. On the C64 version there are 64 screens. it Tel: 051-709 5755 
The aim of the game is simple; score more goals than your opponent to win the match. | 
Doing it is a different matter as splitters fill the screen with dozens of balls, tunnels hide | 3 
them from view, bumpers bounce balls all over the show, fiendish red arrows speed | a 
them up to almost impossible velocity, magnets pull them away from your control, and eat 
much, much more. ii 
Ballistix is incredibly flexible, too. You can play against the computer or another player, 
set the speed if you can't stand the pace, define where the balls are fired and their 
velocity, rack up bonuses that will get you extra goals and then, at the end of an 
exhausting game, set your name in pride of place on the high-score table. And it's all 

| played to " accompaniment of a throbbing sound-track and a crowd that applauds your 
every goal, | 
Ballistix is definitely not a game for wimps. It's Pe fast, challenging and incredibly 
competitive - in fact, it's just the kind of game you like. 
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AMIGA/ATARI ST £19.95 PC £24.95. C64 DISK £12.99/CASS. £9.99 


screen Shots taken from the Amiga version 


PSYGNOSIS - GAMES PEOPLE PLAY 
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SHADOW BOXING 


TAKE my hand — we will 
venture into many dark 
places, but! think | know 
the way... Electronic 
Arts ventures into the 
world of the unknown 
this month with The 
Hound Of Shadow. 

Based on the stories of the 
classic gothic horror author 
H.P Lovecraft, HOS is amix of 
RPG and traditional text and 
graphic adventure. It’s set in 
the 1920s, and in true Love- 
craft style the story revolves 
around the occult and all 
things unexplained... 

Probably most exciting is a 
revolutionary feature called 
Timeline, where characters 
are created with their own 
strengths and weaknesses in 
true APG style. The adven- 
ture then changes to suit that 
character's personality. Fur- 
thermore, developed 
characters can be taken from 
game to game as the series 
expands. 

On the other side of the coin 
there's Budokan, a beat ‘em 
up bonanza that is to martial 
arts what Skate Or Die is to 
Skateboarding. Budokan 
concentrates on the lesser- 
known (but equally deadly) 
martial arts, including Ninjitsu 
(the art of the Ninja), Naginata 
and Kusari-Gama. 

It's not just a matter of 
beating everyone to a pulp — 
the philosophy and karma 
behind each of the arts must 
be studied and mastered 
before you can travel to the 
martial arts tournament in 
Budokan, Japan — and hee 





» Beat ‘em up action witha slice of ancient Japanese philosophy thrown in for good measure in EA’s Budokan. 


beat everyone to a pulp. To 
further complicate matters, 
the martial arts are often 
mixed, sO as an unarmed 
Kusari-Gama combatant, you 
could find yourself up against 
a fully-armed Ninja! 

For those who like mouth- 
watering aesthetics to accom- 
pany their action, Budokan 
supports just about every PC 
graphics format right up to 
VGA as well as the Roland 
MT-32 Sound Card. 

Both The Hound Of 
Shadow (ST, Amiga and PC) 
and Budokan (PC only, with 
other versions a possibility) 


should be released thismonth |, 


at £24.99 apiece. 
7 ret 
’ fl LN 
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> The Hound Of Shadow — Se aad ain fe 
accompany this character-building adventure. 





The pseudo-sequel to 
Discovery's brilliant 
shoot’emupHybrisisto 
be released this month 
courtesy of newly- 
formed software pub- 
lisher, Electronic Zoo. 

Designed and programmed 

by Martin Pedersen, the man 

behind Hybris, Battle 

Squadron is ar’almostcomp- 

lete reworking of the original 

— despite the apparent 

similarities. The impressive 

list of statistics comprises: 

@ TWO-PLAYER  simul- 
taneous blasting! 

@ THIRTY MINUTES of con- 
tinuous scrolling action — 
including horizontal AND 
vertical sections! 

@ TWENTY TYPES of 
ground-based enemies! 

@ TWELVE AIRBORNE 

ponents! 

@ A THIRTY-MINUTE 


ALL TH 
HYBRIS 1 


5 
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> Two-pla alae laseed, ‘ super-powered, high- 
calibre action in Electronic Zoo's Battle Squadron. 


stereo soundtrack, comp- 
rising THREE themes and 
NINE jungles! 

@ TWENTY-FIVE devas- 
tating weapons that can be 
bought and upgraded! 

@ HIGH-SPEED animation, 
with over 70 sprites on- 


screen simultaneously! 

Battle Squadron should 
be on the software shelves by 
the time you read this at a 
price of £24.99 — but on the 
Amiga only. There are, unfor- 
tunately, noplansforST orPC 
versions. 
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‘some hakvy artilery orrmortar 


post calin agp the om o 10 Tar 
positioning anti-aircraft batteries. The strategic | 


endless! 


1 inns cAhanistules ane wikece se he 
variation within the game. With varied skill levels allowing veteran tank 


| commanders, take on single battles or wage war from start to finish. _ 


M1 Tank Platoon. All the action of armoured land combat. Available for 
| IBM PC and Compatibles £39.95. 


RED STORM RISING 

This high technology simulator of strategy & tactics is based on the 
International best seller by Tom Clancy. 

Working with the authors, MicroProse have brought the book's intense 
action and excitement to your computer screen. You are put in * 
command of an American nuclear attack submarine at a time when 2 
super powers collide. Available for C64 £14.95 cassette, £19.95 disk, 
Atari ST $24.95, IBM PC Compatibles £24.95 .. . “ AWESOME" (CCI) 


SOF TWaARE 





THE MISSION IS VITAL — THE ODDS ARE AGAINST YOU. 


F15 Strike Eagle Il 
P15 Strike Eagle Il is a whole new concept in computer air wartare. Dogfighting 
is the name of the game. The air swarms with enemy aircraft. Dice with death as 
| umers’ and head for the skies, Success depends on mal 
nignt moves — fast Super smooth, non-stop action takes place over 25C 
square miles of authentic terrain. Superb, solid-tilled polygon based 31 
makes it feel as though you really are in the thick of the action. Hundreds of 
options, four difficulty levels and a vast amount of missions and scenarios make 
F15 Strike Eagle Il perfect for dogfighting veterans and novices alike 


F-19 Stealth Fighter 


MicroProse’s F-19 Stealth Fighter transports you into the real world of Stealth 
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lechnology. Placed in charge of one of the USAFs most valuable and secret 
aircraft, you must carry out missions deemed too dangerous for normal aircraft 
to accomplish, Amazing three-dimensional graphics add a totally new dimension 
to F-19 Stealth Fighter as you fly, undetected, at 75 feet around Berlin and strike 
deep within Communist territory. 


F-19 is not just a flight simulation — it's an experience 






Gunship 


Gunship has proved itself to be one of the truly great combat flight simulations 
Based on the AH-64 Apache, one of the most advanced attack helicopters in the 
word and developed with the help of real attack helicopter pilots, Gunship lets 
you loose on a high-performance helicopter that can fly low and slow, hover, 
sideslip, Thy backwards, rotate and go into a full-blooded, 200 knot power dive 
through some of the hottest combat zones in the world 

inthe face of adversity, it is a brave heart and sharp mind that matters more than 
the technology behind the man st TWARE 
The spirit of attack is all b 


MicroProse, Unit 1, Hampton Road Industrial Estate, Tetbury, Glos, GL8 8DA.etein 





THE ONE 








After last month's news 
of US Gold's signing of 
Dynasty Wars, the Bir- 
mingham gang has just 
snapped up another 
CapCom coin-op in the 
shape of UN Squadron 
(see last month's 
Arcades column). 

The horizontally-scrolling 
blaster has yet to be handed 
out to a programming team, 
but it seems likely that the job 
will fall to Arc Developments, 
the team behind Forgotten 
Worlds and Crack Down 


(see page 49). If so, work 
should begin sometime in the 
new year, with a release 
planned for sometime in the 
summer. 

And moving from US Gold 
to its most famous affiliate, we 
find work progressing at full 
speed on George Lucas's 
Californian ranch as Lucas- 
film Games is currently 
beavering away on two new 
projects for release next year. 

Thefirst, Loom, is agraphic 
adventure in the style of 
Maniac Mansion, Zak 
McKracken and Indiana 


Jones. It's been designed by 
Brian Moriarty, the man 
behind many of the Infocom 
adventures, and casts you as. 
an apprentice wizard set the 
task of finding and rescuing 
the elders of his village. Magic 
is the name of the game — 
spells play a vital part, and 
mastering the art of sorcery is 
the key to success. 

In a more action-orientated 


¥ Dakka dakka boom! Take 
control of the good guys or 
bad in Lucasfilm's for- 
thcoming Battle Of Britain. 








A Loom — is it the ultimate graphic adventure? You'll 
have to wait until next year to find out. 


¥ The ancient art of Bodyboarding as seen in Epyx's 
forthcoming California Games Il — PC EGA. 
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vein ‘here’s Their Finest 
Hour: fhe Battle Of Britain, 
a World War Il flight simulation 
with strategy elements — a 
sort of revamped Battle- 
hawks 1942. 

Battle Of Britain recreate’ 
the famous air war of 1940, in 
which the full force of 
Goering's Luftwaffe fought it 
out with the RAF's ‘few’ over 
Southern England. A nice 
twist is that you don’t have to 
make do with Spitfires and 
Hurricanes — you can take 
command of the opposition 
and attempt to over-run the 
country if the mood takes you. 

Both Loom and Battle Of 
Britain should be released in 
the early part of next year (a 
more specific release date 
has yet to be set) on ST, 
Amiga (£24.99) and PC 
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(£29.99). 


And finally, despite 
rumours to the contrary, US 
Gold's other major American 
cousin Epyx has not gone 
down the pan — it has simply 
ceased its publishing opera- 
tion and will concentrate 
instead on development. 

As if to prove this point, the 
latest in the company’s long- 
running Games series is 
currently under development. 
California Games II features 
four events (strangely, the 
number of events in the 
Games games seem to be 
dwindling rapidly) — Jet- 
skiing, Skateboarding, Snow- 
boarding and Bodyboarding! 

A firm UK release date 
hasn't been set, but expect to 
see something sometime 
early in 1990. 





WHAT'S THE SCORE? 


MicroProse's action games feature a depth 
of realism, excitement and strategy rarely 
seen before in computer entertainment. 
TWO SCORE GOLD PIECES 

Pirates, played by over a quarter of a million 
square miles, offers unparalled gameplay 
and adventure on the high seas; 
SCORE TO SETTLE 

Airborne Ranger's fast-paced action 
challenges your skills and reflexes over a 
dozen missions deep behind enemy lines. 

















Soccer was the world's first true football 
simulation — from indoor league to World 
Cup Final, it’s just like the real thing; 





SOFTWARE 


MicroProse, Unit 1, Hampton Road Industrial Estate, Tetbury, Glos, GL8 8DA. 

































- 

- 4“ | 
‘ ~_ i 
ee. : 3 


: 
, Y 
me 






be - 
=D iui Li 


ee 












AAAH... Paris. Home of 
fashion, culture, art 
and... the Tilt D’Or 
awards. The French 
software industry's ans- 
wer to the Oscars are 
held here every year, and 
this year’s ceremony 
has just drawn to a 
close. 


The awards are decided 
and doled out by Tilt, France's 
top games magazine, and the 
winners were (rips open gold 
envelope)... 


Best Simulation: M1 Tank 
Platoon (Microprose) 
Best Action Adventure: Last 
Ninja ll (System 3) 
Best Flight Simulation: Falcon 
(Spectrum HoloByte) 
Best Adventure In French: 
Future Wars: Time Travellers 
(Delphine) 
Best Adventure In English: 
Indiana Jones And The Last 
Crusade (Lucasfilm) 
Best Strategy Game: 
Populous (Electronic Arts) 
Best Sports Simulation: Joint 
Winners — Great Courts (Pro 
Tennis Tour, UbiSoft) and 
Kick Off (Anco) 
Best Arcade Conversion: 
Strider (US Gold) 
Best Shoot 'Em Up: Silkworm 
(Virgin) 
Best Animation: Interphase 
(Image Works) 
Most Original Game: Sim City 
(Infogrames) 





GOLDEN SHOT 


Best Graphics: Shadow Of 
The Beast (Psygnosis) 

Best Graphics Utility: Deluxe 
Paint III (Electronic Arts) ‘- 
Best RPG: Neuromancer 
(Electronic Arts) 

Best Music: Future Wars: 
Time Travellers (Delphine) 
Best Action Game: Skweek 
(Loriciels) 

There were four unex- 
pected results: atiein the Best 
Sports Simulation between 
Great Courts and Kick Off, 
Interphase winning Best 
Animation (beating Stunt Car 
Racer and Powerdrome!), 
Silkworm beating Xenon 2 to 
take the Best Shoot 'Em Up 
accolade and Skweek (of all 
things) topping Batman: The 
Movie and Rick Dangerous in 
the Best Action Game 
category! 





» Skweek — best action game??!! 


THE EURO DISCO 


VIDEO game _ sound- 
track albums are 
nothing new in Japan, 
where Compact Discs of 
the top coin-ops are 
widely available and the 
trend for bundling a 
remixed soundtrack on 
a cassette with agameis. 
nothing new. Europe 
however, has yet to see 
the computer game 
equivalent of a movie's 
soundtrack album. 

But here's a step inthe right 
direction. Delphine Software 
has just produced a CD 
soundtrack album for Future 
Wars: Time Travellers. The 
sexy gold disc comprises 11 
tracks, taken from the game 
and remixed at Delphine's 
recording studios by com- 
pany boss Jean Baudlot (the 
man behind many of Richard 
Clayderman’s songs). 

But don't rush off down to 
Our Price yet — the disc has 
been produced exclusively for 
France's Generation 4 
magazine, and can only be 
purchased through mail 
order. But if you're that 
desperate for a copy, drop us: 
a line and we'll see what we 
can do. 





FINDING ALL THE SOFTWARE YOU NEED 
USED TO BE A BIT HARD ON THE OLD FEET. 


Why wear out the soles of your shoes all extensive range of accessories. 
over town? You can find all the software you need What’s more, our staff who are on the ball 
at Software Circus. and bang up to date with the latest technology, will 
We stock all the usual titles you'd expect us endeavour to demonstrate the software for you. 
to have, plus the hottest releases and a host of And we'll provide free after-sales hotline 
unusual products for IBM compatible computers, support should you need it. 
AMIGA, ATARI-ST, MAC and PCW. _$0 get your feet down to The Plaza on Oxford 


Street or our new branch at High Holborn, 
to find out what other special attractions 
we ve got in store for you. 

One thing you won't find is a 

~ bunch of clowns. 


Everything, in fact, from entertainment, 
business, programming, music and sound, 
to graphics, education, CAD...you name It. 

We also stock a wide variety of 
books and magazines as well as an — 


SOFTWARE CIRCUS 


THE - SERIOUS - SOFTWARE : PEOPLE 







THE PLAZA ON OXFORD STREET, OPEN IOAM -— 8PM MON-FRI, IOAM — 7PM ON SAT, TEL: 01-436 2811 
TOTTENHAM 
COURT ROAD 


mi NOW ALSO OPEN AT 282 HIGH HOLBORN, OPEN 8.30AM — 6.30PM MON-FRI, TEL: 01-404 4492 


CHANCERY 
ae" = 





OXFORD 
—- CIRCUS 
_—- HOLBORN 
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HWMMNT'S Showtime! Have you written or are you in the process of writing agame butdont 
know how to go about getting it published? Maybe your artistic or musical talents are 
currently gathering dust and need an airing. Well here's your chance. Showcase is a 
unique interface between programmer, graphic artist (or musician) and the software 
publishers of the world. Why waste time running around the country, dressed toimpress 
when you can let our pages do the talking. Send your work, along with relevant personal 
details, past achievements and sufficient information about the project in question 
(including sketches etc where possible) to SHOWCASE, The One, 30-32 Farringdon 
Lane, LONDON EC1R 3AU. We can't guarantee to find you a publisher, but where else will 
you get such a wonderful opportunity to expose yourself in public? 

Already Tempus, featured last month, has been signed up by one of the country’s 
leading publishers. 


One of the aliens that put the Alien into Aliens... an unfinished sketch but looking good 
nonetheless. 


EVENTEEN year- 

old Lee Ellershaw 

is an A-Level stu- 

dent with a keen 

interest in com- 
puter art. He's been drawing on 
his Amiga for over a year now, 
and everything you see here 
was rendered on DPaint | and 
Ili in medium resolution using 
16 colours. Most of his work is 
inspired by films, comics or 
adverts in computer magazines 
= hence the inclusion of Judge 
Dredd, Rogue Trooper, 
Aliens and Baal in his portfolio. 
Lee’s keen to draw title or 
loading screens for games, and 
possibly even sprites. Anyone 
interested in making use of this 
budding talent should contact 
us here at The One for further 
details. 


A novel variation of the 


Ghostbusters II logo. 


MeL ee 


Lee’s rendition of Psyc- 
lapse’s Baal artwork — 
produced on DPaint | 
(just for the record). 
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Amiga poe me) 
Atari ST £24.99 
Spectrum (tape) poe mee) 
Spectrum (disc) £14.99 


Amstrad CPC (tape) £9.99 
Amstrad CPC etre £14.99 
Oetit ieee ey erg £9.99 
Commodore 64 (disc) £12.99 


©1989 MIRRORSOET LTD lewin House, 118 Southwark =treet, London =|-] OS Tel: 01-928 1454 
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me renee ae! many races he has come. His 
task: ch halt ate Abeta Wet Fee dormant 
within the Castle of the iB) eterna gate 
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sane Wha te pers role-playing Neth BETTS allows 
greater interaction with the environment 
ete Eee rm tera tee its fete faVanitt 
barter, negotiate — even Fe aaeeltdst your 
teeth! The eth Te ott personalities of 
all the characters in Bloodwych allows a rich 
style of role-playing that has Or Rattan 
dreamt of. 


With one or two player simultaneous Pitey Ce 
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Frak! Three — in 3D. 






Walk around your local 
housing estate in this disp- 
lay of 3D wizardry. 






So effective, you can 
almost hear the Channel 
Four trumpets... 





A cube with textured surfaces — aforerunner of Nick's 
Interior Designer program. You can use any 32 x 32 
dot drawing as a point of reference, although in this 
case the building blocks are tesselated so they can be 
joined together thus. 











ARK Spruthers, 
alias Len Pickling, 
erhaps better 
nown as Orlando, 

| but really called 
Nick Pelling (!) is an illustrious 
author whose programming 
career ss ipl four generations of 
Acorn. His portfolio includes such 
classic events as Hedgehog (a 
Rot Fi er-alike on the 
saa caps a te poe 
ga (Galaga Ve yo-yo 
fjomp Frak! on the BBC and 
Electron, and, more recently, 3D 
Pool for the Archimedes [i a 
state of limbo), ST and Amiga. 
But that was all yesterday. 
What of tomorrow? For a clearer 
picture of what's on offer, we 
need to go back to last year when 
Nick acquired Acom's 32-bit 







wonder-computer. He to 
tinker with some polygon 
manipulation and produced a 


compilation of sequences featur- 
ing. e Channel Four logo. 

‘ver the innovator, Nick 
wanted to take things further and 
use textured surfaces, but he 
didn't have the time to a) write a 
suitable program, and 6) learn 
how to program well enough to 
write it in the first place. A few 
months later, Nick wrote a 
dynamic perspective scaling 
routine featuring Groucho Marx, 
with littlest sister Roz starring in 
the sequel. He could have used 
any image, but she just happened 
to have her face in front of the 
video camera at the time of 
ce (lucky itwasn'tanything 
else). 


Next came polygon-draw and 
fae Be using a council 
estate. And then he started work 
on Frak! Three... 

Frak! Two: Journey To The 
Bubble Machine never quile 
came together. Just for the 
record, it was vertical scrolling, 
using a Marble Madness pers- 
pective, and saw Trogg Jnr 
armed with a boomerang and 
riding a skateboard. “It was 
supposed to be a computer 
musical — at end of the chorus all 
the characters on screen would 
jump up and spin around before 
‘ 3 


arrying on. 

Pra rak! Three? “| wanted to 
ir ygons with designed 
i which is where the 
textures came in. The half 
designed, half polygon effect 
bridges the gap between art and 
artifice.” 

But = on Frak! aoe was 
temporarily suspended after Nick 
eho to a friend who has a 
tenuous link with a certain DIY 
furniture store: “It seemed like a 
good idea to put the texture 
mapping to a more practical use, 
like designing kitchens, lounges, 
bedrooms and so on.” If anyone 
else has any further suggestions 
for use of texture mapping, then 
don't hesitate to contactus sothat 
we can contact Nick. 

So, For Sale: Frak! Two, Frak! 
Three and an Interior Design 
package. 















Roz moves smoothly in all 
directions on this floor. 
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™ USKER's story centres around one of the 
oldest, most compelling legends of the 
jungle. For centuries explorers have been 
speculating about the existence of the 
elephants’ graveyard, but so far nobody has 
come up with any proof. Tusker's father was 
the only man who ever came anywhere near 
succeeding, but he died in the attempt. Now 
his son has determined to continue where 
Tusker Senior left off. Equipped with nothing 
more than a map and his father's graveyard 
dossier, he sets off in search of Africa’s most 
closely guarded secret through three sections 
of puzzling arcade action. 

The man charged with translating the story 
into 16-bit is Aleric Binnie, otherwise known 
as ‘Baldrick’ to his ‘friends’. Among his other 
projects, the most recently released was 
Activision's conversion of Sega's coin-op SDI, 
on which he worked in partnership with 
graphics artist Bryn Redman. Bryn's also 
responsible for the distinctive cartoon-style 
graphics of Tusker. 

Most work so far has been carried out on a 
PDS hooked up to an ST and an Amiga with 
the emphasis on the Amiga. A PC version is in 
the pipeline but System 3 isn’t planning to 
tackle that until later on ‘when we expect the 
PC market to develop a bit more,’ states 
Marketing Manager Adrian Cale. Essentially 
the final versions will be an Amiga to ST port, 
although all the original 16-colour graphics are 
being developed on the ST using Art Studio. 

Already it's the bulk of graphical material 
that's posing the biggest memory problems. 
With huge man-eating slugs, a drastically 
over-sized preying mantis and a horrible 
swamp monster, plus hordes of cannibals, 
jungle animals and nomad inhabitants, there's 
plenty of opportunity for going to town on the 
graphics. Not surprisingly, data compression 
is top of Aleric’s list of priorities. ‘The final 
game should take up about two megabytes 
with all the graphics - maybe a bit more.’ On 
both formats, it's likely to run to two disks. 

Sound is being developed by the Maniacs Of 
Noise, who are also working on a couple of 
System 3's other development titles, Myth 
(see page 48) and Vendetta. ‘We found after 
playing the 8-bit version with and without the 
music, that the music definitely added a lot to 
the gameplay so an in-game tune for the 16- 
bit versions was a priority.’ The complete 
soundtrack should feature an appropriately 
tribal in-game tune plus a host of sound 
effects. Whether the latter will be sampled 
depends entirely on the amount of memory 
space available. Puzzleability and graphics 
are paramount and ultimately the sound 
should take up no more than its allotted 64K. 
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# his mean mother isn't just in danger 

of devouring Tusker - full-size it would 
aiso eat up memory space. Instead, like 
all of the game's larger sprites, it's made 
up of several less memory-intensive strips 
like the ones shown on the bottom right of 
the screen. 


othing is exactly what it seems. 

Innocent-looking objects hold 
Unkhown secrets and seemingly empty 
locations hide entrances to unsuspected 
caverns or rooms. It may not be obvious 
how to us a certain pick-up at first, but as 
the game progresses, its usefulness is 
bound to be revealed. 


ome graphical details, like this 

fountain, are addéd to the backdrop 
as sprites. Because you can walk around 
sa this greatly improves the sense of 
3D. 





PLD | 
he game environment which runs to 








T About 60 screens started out life as a 
basic map. Individual rooms are then 
translated into graphics screen by screen. 
Pulling the joints between locations into 
the centre of the screen shows just how 
accurately the 3D is worked out. 





MAP CREATION MODE. QUIT=ESC KEY OR RIG) 


& ystem 3 has a reputation for lacing its 
arcade action with a strong puzzle 
element and Tusker is no exception. There 
are around thirty different pick-ups (from 
revolver to obscure temple jars) and no 
matter how strong you are, you won't get 
anywhere unless you work out when and 
where to use them. 





INFESTATION 


Are you ready for a new level of realism in computer games? Are you prepared 
foran atmospheric experience you will never forget? Can you cope with super- 
fast solid 3D vector graphics? Will you venture into the unknown, alone, and 
armed only with a single pulse rifle? Can you overcome the INFESTATION? 


INFESTATION takes computer games to a new level of realism. It creates a 
complete environment stunningly rendered in super-fast solid 3D vector graphics. 
You are completely free to move within the game world, examining and manipulating 
objects just as you would in areal world. And, as in reality, you are not alone. Only, 
unlike those on Earth, the other CoscaentS of Infestation's world are not very friendly 
at all . 


Your task as Kal Solar, Agent of the intéaplanctary Federation, is to travel to Alpha 
lI, investigate and end the alien threat. Your mission will not be an easy one. As well 
as the mother alien and its eggs, you will have to deal with hostile droids and 
computer systems, radioactive areas, and things. unknown. 


INFESTATION is a truly atmospheric experiencesDon't play this game when you're 
alone ... it may well be your last! — | 


“ Screen Shots from the AtariST version AMIGA/ATARI ST £24.95 
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Blistering Stuff ..... Hyperforce is a wicked arcade game challenge with over 30 levels of hectic, wrist twisting, finger 
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includes a FREE WARM UP KIT — “ARTIFICIAL DREAMS” — a shoot-em-up with a MEAN catch 22 twist. 
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OMINIC Robinson may not be one 
of the country’s most widely 
recognised programming talents, 
but he's certainly one of our best. 
He’s a clever devil - and 
surprisingly modest, too. With a what was 
then deemed ‘impossible’ Spectrum 
conversion of partner Andrew Braybrook’s 
Uridium under his belt, Dominic co-designed 
Hewson's Zynaps and went on to generate 
fractal fjords on the ST and to write OOPS 
(Object Oriented Programming System), a 
choice chunk of coding which minimises the 
mundane when it comes to writing games. 
Simulcra marks Mr Robinson's 16-bit game 
debut. Sadly, it also marks his parting from 
Graftgold, as he’s off to join Vektor Grafix to 
pursue a more polygon-filled future. But 
enough the future - let’s look at the present 
(and what a present)... 


® ENERGY Sailer is developed on Sculpt 3D. The simplistic model is Dominic's first 
attempt, but he eventually opted for the more detailed design. 






“There isn’t one as such,” Dominic confesses. 
“Well not yet. The general idea is that it’s a 
rescue mission. You control a tank, and you 
have to free these creatures imprisoned in 
cages on the planet's surface. | haven't 
actually implemented them yet, but they 
should look sort of plankton-like... fragile little 
things with semi-transparent wings." 

“It comes from Simulacra, meaning a 
superficial likeness to something,” he 
explains. “Only | mispelled it..." Until recently, 
Simulcra was little more than a playable 
demonstration of what Dominic could do with 
3D graphics - and a very impressive 





Dominic 


OOKING to the future... 
Robinson. 


HO NEEDS a paper and pen when 

there's a CAD package in the 
house... Produced in high resolution 
monochrome on Sculpt 3D, this gridwork 
represents the surface of the planet. “I, 
can actually get an idea of the scale of the 
objects relative to each other and to the 
surface, which helps me get a feel for how 
it's going to look." 


demonstration at that. 

“| was frustrated with the usual methods of 
presentation, like sideways scrolling, 
isometric perspective and so on, so | decided 
to write something in 3D, Most 3D games are 
displayed in first-person perspective, which 
makes them incredibly claustrophobic, It's 
especially difficult for shoot ‘em up style 
games. The more remote viewpoint gives you 
a better feel of where you are. Virus is 
impressive - you can actually see everything 
around you. But it's still a bit cramped as the 
craft is always in the middle of the screen. 

“The beauty of having a new system to work 
with is that we can do virtually anything with 
it. The design went through several stages, 
but in the end we decided to produce a fairly 
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simple arcade-style game which utilised the 
3D presentation to be different. A 3D 
Uridium? | suppose we could have done it... 
but we didn't. 

“It’s very difficult to produce 3D arcade 
games because you don't have enough speed 
to run lots of objects at once. You have to 
design the game very carefully so that the 
system doesn't overload, but the pressure on 
the player is maintained. We were going have 
flying control in Simulcra, but a high frame- 
rate is required to fly at high speed, and to 
make it interesting when you are flying about 





there has to be lots of objects - lots of objects 
moving faster. Using a ground-based tank 
means | can run the game fast enough while 
maintaining an interesting level of action - 
most of the time Simulecra runs at around 10- 
12 frames a second. I’m using a multi-tasking 
system to keep the frame rate as fast as 
possible.” 

To maintain the overall effect of speed when 
the going gets busy, the distance between 
frames is increased. The player control 
system runs at 50 frames a second, and 
everything else at 17 frames, and because 


S IMULCRA’'s circular world features 
tracks and plateaus to drive on and 
stare below. It's surrounded by force field 
which you can't pass - anything that hits it 
generates sparks, similar to the 
impressive explosion sequence seen here. 
“We put a lot of work into the control. of 
the tank. You can't drive off tracks, which 
means you get immediate feedback about 
where you can and can't go and the 
solidity is emphasised to give a feeling of 
‘being there’,” 





there's so much going on, the player's too 
busy concentrating on the action to notice. 
“There's nothing worse than games where 
everything slows right down when loads of 
things appear on screen.” 


Most of Dominic's graphic work is carried out 
on the ST Computer Aided Design package 
Sculpt 3D. “| don't draw any sketches on 
paper - it's easier to visualise on screen.” He 
produces a 3D model, then using the plan and 
side views he takes the co-ordinates to allow 
him to reproduce the objects in the 3D 
system. “I'm using a special macro system 
where the objects are defined point by point. | 
have to specify how they are connected, but 
the program can then take this definition and 
produce it as a solid filled object, with or 
without a shadow, or as a line-drawing. The 
semi-transparent stuff is done with stippling 
(ie: every other pixel is missing).” 

Dominic creates a collection of different 


DVERSARIES include other tanks (which are restricted to the surface in the same way 

gs your tank) and laser turrets, which are positioned at key points and rotate and 
elevate in an attempt to shoot directly at you. The adversaries are initially dormant (and 
consequently vulnerable) - until a giant Energy Sailer (right) energises everything in a set 
sequence. “It's best to figure out where the most dangerous adversaries are positioned 
and get there quick before they come after you." 


turrets and bases which are joined together to 
build different shapes, and to create 
animation... “The guns on top of the towers 
are separate objects. | can also slot objects 
inside each other - like the caged creatures for 


8 








HE RADAR in the centre of the panel 
at the bottom of the screen has two 
mog@des - all important objects relative to 
you dre displayed until adversaries are in 
your vicinity, whereupon only your 
proximity is displayed in detail. The 
indicator at top lights up when there's 
incoming laser fire, which means you get 
enough warning when something fires 
from behind you, and possibly enough 
time to get out of the way. 





example.” 

“Any major inspirations? Mainly films which 
use computer graphics. For example, the 
Recognisers from Tron make a cameo 
appearance.” 


The solidity of the objects is further enhanced 
by depth shading using diffuse lighting - the 
assumption of the presence of a single instant 
light source at an infinite distance in the air, 
with the brightness of each surface depending 
on the angle of incidence to the light source. 

Each object also has its own shadow - but 
not simply a blacked-out version of the object 
cast below. Nope. These shadows are all cast 
relative to position of light source and scaled 
accordingly. This means if you had, say, a 
game with a time scale represented by the 
rising and setting of the sun, the shadows on 
the objects Would get actually get longer and 
shorter! 


Not a lot's been decided on this front, 
although it's certain that Graftgold music men 
Steve Turner and Jason Page will be handling 
it. “The in-game effects will be produced using 
the same algorythmic system as our 
conversions of Rainbow Islands. Most of the 
enemies and events will have unique sounds, 
with the Amiga version featuring digitised 
samples. On the ST however, only the title 
tune will use samples.” 
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The best elements of the most commonly 
understood myths have been combined with an 
equally traditional blend of puzzles and fighting 
action to create System 3’s latest arcade 
adventure. The legendary Gordon Houghton 
explains how the sum of the parts is greater than 


the whole. 






is is your introduction to the game, 
d it's not just a pretty face. Just as 
ind your feet after being dragged 
back in time and the ‘woo-ee-oo0' sounds 
are fading from your ears, some 
impressive speech announces ‘Welcome 
to Myth’. 


ach world in Myth is significantly 
ifferent to the last one. Hades 
es a horizontally scrolling arcade 
adventure packed with puzzles, while the 
Nordic world includes a multi-directional 
scrolling platform game, and the fourth 
world is a kind of psychedelic shoot ‘em 
up. All levels, however, have strong puzzle 
elements which are carefully designed to 
make you kick yourself once you've 
worked them out. Make sure you're 
wearing slippers. 











e deadly flames in Hades contain 
ur animation frames. If you think 
a tad Salamander -esque, you 
won't be surprised to learn that they're 
based on the 64 graphics by Bob 
Stevenson, who (surprise surprise) did the 
flames, and other graphics, for the C64 
conversion of Salamander. 






backgrounds are almost 
ompletely finished, though some 
work still has to be done on the shading. 
Using 16 colours in total, the intention 
with this section of Hades is to capture a 
feeling of ‘cobweb and old ropes’. 


an 


AH 
Ye 
val 
ri 


“<r” 














i Matron a hydra is a many-headed 
er-snake of the Lernaean marshes 
blis. It was variously reputed to have 
anywhere between nine and 100 heads, 
and if you chopped one off, two more grew 
back. In Myth, it's this three-headed beast 
which System 3 is going to change to a 
subtler green colour as it doesn't like the 
blue variety it's got at the moment. The 
hydra's particularly hard to kill, but if you 
kept your head earlier on, you will know 
what to do. 





he first artist for the Egyptian 
orld used up all the palate on 
is main character, only leaving 
two Colours for the round. These 
are the latest graphics: the shading 
still has to be built up, but the 
platforms and the secret passages are 
already mapped in. Egypt is probably 
the most involved world of the four, 
packed with traps including swinging 
blades, falling blocks, lunging spikes 
and chest-stabbers, all set off by 
unseen pressure pads. There's also 
some pretty handy weaponry lying 
around. 













re are over 100 frames of 
imation on the main character, 
em (28 plus reversed images) 
involved with running and jumping. 
There's a possibility that extra 
animation frames may be added for 
landing, to give him that extra spring 
in his step. 


e animation is basic stcp-frame 
uff, heavily influenced by Ray 
ausen. Here you can see all the 


combat moves outside weapons: 36 
frames of top and low punching, high 
kicking, squatting and walking. When they 
move, the effect is almost Rotoscopic. 





ladiators attack unless you grab hold 
f Achilles’ shield, in which case they 
wn reverentially as you pass - if 
you feel like it, you can then kick them in 
the backside to kill them. All the sprites 
are, according to System 3, ‘constantly 
under review: just first production 
graphics which need to be commented on 
and changed.’ 







he back- 
round | 
ics are full 
nice touches, | 
such as the 
torches which 
light the caverns 
and dungeons of 
the Greek Worid. 
This is what one 
looks like in 
more detail, 
though the col- 
ours still need 
blending pro- 
perly into black. 





































edusa was once a beautiful maiden 
Suwvho violated the temple of Minerva, 

and s& was transformed into the queen of 
| the Gorgons: creatures that turned people 
to stone just by looking at them. She can 
be defeated by using your shield as 

defence and cutting off her head. System 
i 3 still intends to tweak her, because it 
‘isn't over-fussed with the face: there will 
i be more extension on the snakes, more of 
a bouffant snake-do rather than this close- 
cropped number.’ 








status area acts like an inventory 
VE: adventure: you find a safe area 
f an@ access it. From left to right the display 
shows score, three windows of collected 
objects, energy beads and the number of 
| lives. One particularly useful feature is the 
ability to select an item or weapon ahead 
i of time, and activate it just by pressing the 
| spacebar. Some weapons, like fireballs, 
are limited, andyour energy continually 
depletes, giving you an incentive to keep 
going. 
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HE MANIACS Of Noise, responsible for much of the work on Tusker and many other 8-bit 

wares, are writing the music and sound effects for Myth. It will have all the usual chings, 
roars and spangs you'd expect from a hack ‘n’ slay arcade adventure, but they won't be 
sampled. Doug Hare, System 3's Product Manager, who amongst other things has provided 
much of the inspiration for their latest games, adds: ‘We're not trying to make it Barbarian - 
Barbarian can have all the samples it wants because it’s not doing much else.’ 

There is, additionally, 90K of music per level, each section having its own individual tune: the 
Amiga’s sound will have three channels taken up by the music, with the fourth being used for 
effects, so that you can have therm both together. One bonus is that if you select sound effects 
rather than the music, more channels produce the effects. The bad news, however, is that on 
the ST it’s most likely to be noises only. 

If space allows, the programmers will also try to cram in some sampled speech for each stage - 
as it is, the only speech in there at the moment is a very masculine sounding ‘Welcome To Myth’. 


| re are plenty of cryptic clues 
by amen the game, some of which 
can be solved by knowing a bit about 
myths in the first place. Achilles, for 
example, has one weak spot which came 
about when his mother failed to dip all 
ofhim in the River Styx when he was a 
baby. Attack it and he'll die. Other clues 
aren't half so simple. 






nymph beckons you, but doesn’t 
e heroes with eager advances. Get 
cl enough to bow before her and she 
gives you an extra potential energy crystal 
(the maximum is four). Later on in the 
game, you can increase your hit potential 
even further by doubling your strength - 
just réscue any burning Vikings you 
happen to find. 


GRAPHICS - 


A LL THE game graphics are being developed on the ST using **Art Studio", which is 
regarded by System 3 as ‘the main art package as far as programmers are concerned.’ The 
pixels are a joint project between Martin Wheeler (one of the original Gang Of Five, who worked 
on the original Dan Dare) and Tony Hagar. Tony did some work on 8-bit Tusker, but apart from 
that has done no commercial software work at all, however, he has provided illustrations for the 
manuals, as well as some T-shirt design. 

The single most data-consuming part of graphics are the animation frames for the main 
character: even with compression, 100K is needed just to animate the main man - over 100 
frames, each one using 512 bytes. All the backgrounds, comparatively, put together use up 
400K. Sixteen colours are used on the palette for the status panel, and a different 16 for the 
game, so in effect there are 32 colours overall. 

There won't be any major graphical differences between the two 16-bit versions, excepi tnat 
the ST version will run a little slower. 


Ultra smooth 8 way scrolling 


Designed with small fully animated characters from Garvan 
Corbett, the artist who brought you the classic hit 
Barbarian 


Multi-directional free format weapon usage 
Large playfield for even more action. - 


You're really up against it this time. Those revolting robots have finally upped and 
turned their horribly powerful weapons on their kind human masters. 

Someone's got to aie it before it all gets out of hand. | mean, you just can't have 
bloodthirsty Cyborg assassins roaming the streets of Dome City and expect the 
citizens to put up with it. Who on earth is going to sort out the mess? You guessed 
— you get the job. 

Fortunately, you are just a little bit on the special side. You are Stryx, the product of 
Project Alpha Secure, the meanest fighting, smartest thinking machine ever in- 

vented. Half-man, half-robot, you are the business, the only one who can stop those 
wicked Cyborgs. 

You'll have to work hard, though, blasting hordes of the revolting creatures (such a 
sad waste of scrap metal) and rescuing the keys to the Lifeforce. 


So, Stryx, you'd better get your jetpack on for some high level robot stomping through 
the immensely complex underground world of the Dome cities. It's a tough assign- 
ment, and time is running out. 


AMIGA/ATARI ST £19.95 Screen Shots from the Atari ST Version 
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TENGEN 


The Name in Coin-Op Conversions. 





THE ULTIMATE DRIVING SIMULATOR 


— that leaves all other driving games behind! 


How would you like to test drive a high powered 
sports car on a stunt course? Have you ever jumped 
a draw bridge or driven a loop-the-loop? Now's te 
earners) 
Or maybe high-speed driving is your idea of 
excitement. Step on the gas and try to keep control 
WTalcesicCere ae MCe LOAN UT-Mee ln LCMMIercN MIAN UUle Ree LC) 
the traffic and avoid oncoming cars! 
Hard Drivin’, available for your home computer, is 
not just the best ert Tee fe i's a ltd! ro 
driving experience. GI 
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THE WORLD’S FIRST INNER-TUBE RACE! 
The major coin-op arcade game of the year 
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Toobin’ is the wackiest, 
funniest and most 
entertaining 

game ever! 
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© 1989, 1988 TENGEN INC . All rights reserved. i. Siege 
rm Tengen Inc. t Atari Games Corporation. 
Programmed by Teque Software Developments Ltd. 





re Published by DOMARK LTD, FERRY HOUSE, 1-57 LACY ROAD! 
: (e) ARK LONDON SWIS. TEL: 01-780 2224 
, F , , | Available for: IBM. PC, Atari ST, Amiga, 
The New Me it Au -Op OTe pelted Commodore 64 Cassette & Disc, A mstrad 


Cassette & Disc, Spectrum + 3, Spectrum 48/128. 
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System 24 machines - a 68000- 

based, with hardware scrolling, 
scaling, sprites, stereo FM digital sound and 
more bells and whistles than the 4,30 from 
Paddington. It weighs about the same, too! 
Most of the weight comes from the monitor 
which is extra-specially large so two people 
can see it while looking straight ahead. 
Memory is in abundance, and the best part of 
the game is loaded from a special hard disk 
drive inside the cabinet. 

The game stars two replicants, Ben Breaker 
and Andy Attacker, manufactured by a future 
government to seek and destroy mad scientist 
megalomaniac Doctor K. He's built a vast 
techo-city in the wilds and populated it with 
replicants (replicants, in case you haven't 
seen Blade Runner, are sort of androids 
made from cultured human tissue). So Andy 
and Ben are despatched to Dr K’s fortress city, 


C RACK DOWN is one of Sega's new 
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NM ORDER to keep the total gameplay 

fram the coin-op intact, something had 
te give, Between each level there's a short 
animated sequence, which is lovely if you 
have hardware sprite scaling, but on the 
Amiga and ST it just had to go. Once all 
the game was in place, the title sequence 
was added, with static as opposed to 
animated screens. 


ben breaker 


ce = > Male 
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E ALWAYS have a problem with Paul 
Walker's graphics. In doing 
isons it's hard to recall which is 

the arcade and which is the Amiga/ST. 


Sah 
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NE OF the big problems with Crack Down was the sheer weight of sprites. Take a look 
t this sheet of sprites for just the game's heroes alone! Every one of these tiny 
represents a frame of animation for the players’ characters, giving a slice of real 
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ST version also bears a stunning 
esemblance to the original, as we 
caf see from this pair of shots from the 








— i‘ 
| — 
es 


ln? 
ei el 



































‘ 





! 


! 





jo 





; 7 |i | 

, w :s | 
| i | 

7 2 








THE overhead maps for each of 

Se e 17 levels are here seen on their 

a single long page on DPaint ill. Well a few 

ae a @6=©6so of: them, anyway, as they don't fit on the 

— 2 screen all at once. 

—— — = - 
— 
ee 


BACKGROUNDS on the con- 


ersions are drawn as large lo-res 
bitmaps, far beyond the screen edges. 
Then the bitmaps are scrolled behind the 
screen in two windows at once, just like 
the coin-op. 








ee i ee 





P | The first level is the 

ign ie billets for the replicant 
x 2 workers, then they pass 
the power generators, junk yards, and even 
the replicant generating machines! It's not 
until they reach Dr K’s lab that they realise 
why he’s wedged himself inside this fortress... 
he's building an enormous goat-headed giant 
demon to eat the world! 


Any particular pains experienced when 
converting this one? Tim Round knew more 
about these than most. “Firstly it's a two 
player game, and both players are on different 
screens, so it's like a really complex Gauntlet, 
on two scrolling play areas, simultaneously. 
It's all new code, too. We haven't used any 
code from any other projects to put this 
together. I've taken the Forgotten Worlds 
scroll technique and completely re-written it to 
achieve the two windows, the hardest part 
being keeping the speed up.” 

Another major problem was enemy 
intelligence and interaction with the 
backgrounds. The character can squash up 
against walls, and fall down holes, and go 
through doors when they're open, but not 
when they're shut. On the enemy intelligence, 
they had to make sure that the guards can't * 
see through walls and shoot through them, so 
a horrific amount of time went into coding 
these responses into the characters. 

As far as converting the graphics was 
concerned... There's no pause mode on the 
unit, and none could be fitted without 
addressing the processor. So Paul was forced 
to just watch the screen and draw directly into 
DPaint Ill. At first, anyway... 

“We even tried reading the graphics data off 
the disk inside the machine," admits Tim. “We 
looked at it, but nothing came out of it. So we 
called up Sega UK, and they put us in touch 
with Sega Japan, and we asked them a few 
questions about the system so we could 
examine the graphics. They were really polite 
and helpful. How do you read the info from the 
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disk? ‘Can't tell you.’ What format is the disk? 
‘Can't tell you.’ What can you tell us about 
System 24? Anything? ‘Can't tell you.’ As | 
say, very helpful. In the end they did send us 
some sheets containing animations of all the 
characters and some other graphics, but only 
black and white.” 

The main problem however was sheer 
quantity of sprites. The graphics are all done 
in DPaint and converted by Dos2Dos to fit in 
the PCs used for development. Once in the 
PC, the graphics are ported to the host 
computer through specially written programs 
which filter out any non-machine garbage, like 
Amiga bitmap information. And voila. 

And then there's the quantity. Four smart 
bombs, nine ways of dying, plus punching, 
shooting, kicking... it all amounts so far to 
about 600 different frames of animation for the 
first three levels alone! And there's another 13 
to go. So they reckon on about 3000-5000 
frames of animation in the complete game. 
That's a porky portion of pixels in anyone's 
lingo. Paul’s got up to 36 disks full of 
graphics, just for the levels so far. Obviously 
the code will be crunched before putting on 
the final disk. At this size the game will 
probably end up on two disks in most cases. 

On the subject of What To Keep And What To 
Sling, the team was clear. Gone are the static 
intermission screens shown between levels, 
“so we've got all the 16 levels, including the 
17th ‘ghost’ level where you have no control, 
and every possible detail from the coin-op in 
there,” says Paul. “We might put some of the 
static screens back in after, but we'll have to 
see what space we've got left.” And it is all 
thére. Playing Crack Down on the ST or Amiga 
is like playing the real thing. 
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ORE SPRITES - of enemies this time. 


if there are a shipload of pictures for 
the heroes, then the bad guys must be in 
the thousands. Notice the two guys 
coming up on the lift. 




























WARREN MCCORMACK 


IS YOUR LIFE LACKING A CHALLENGE? 


NEVER MIND ! 
THE ANSWER TO ALL YOUR PROBLEMS 
(AND THE CAUSE OF SOME NEW ONES} 


IS HERE 


* STUNNING 3D ISOMETRIC GRAPHICS 

* OVER 250 DIFFERENT SCREENS & PUZZLES RANGING 
FROM THE EASY TO THE MIND BOGGLINGLY DIFFICULT 

* INTERACTIVE PLAYSCAPE 

* INTELLIGENT OPPOSITION 

* CUBIC CHAOS 

Never Mind is a unique combination of arcade action and mind numbing 

problem solving, and uses a clever blend of computer-generated and i 

crafted puzzles. Is your brain up to the most intriguing challenge of the 

decade? There’s only one way to find out. . . 





Screen Shots taken from the Amiga and PC Versions 


ATARI ST £19.95 AMIGA£LI9.95 PC £24.95 


051-709 5755 
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GARGORE — a land of warring Kingdoms each with their own army, who tive 
in fear of a “Fanatic”, a solitary warrior who lives to fight and conquer. 


You are one such Fanatic, a magical warrior in search of Victory in the battle 
scarred land of Gargore. 


ATARI ST 
COMMODORE AMIGA IRS 
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GLOBAL WARMING? — RUBBISH 


Imagine a 30 Kilometre meteor smashing into the Earth. * THE AIM IS SURVIVAL 

Imagine a new Ice Age. The Earth, beaten and frozen, * THE PLAYING AREA IS AN ISLAND OF OVER 
yields it’s last island oasis. This last refuge is threatened 80,000 SQ. MILES 

by ruthless invaders. The history of the island, charts 9 * CONTROL A FORCE OVER 32 MEN 

and maps of your 80,000 square mile refuge and a 32 * A 3D TERRAIN NEVER BEFORE SEEN HOME 
strong band of defenders is yours. The first shot has COMPUTER 

been fired and time is not on your side. *DETAILED MANUAL & MAPS 

WHEN THE LEVELS OF DIAMOND DUST IN THE ATMOSPHERE REACH A CRITICAL LEVEL. THE RESULTIS. . 


A BLEND OF DEEP DEEP STRATEGY & ACTION 
THAT yl es ON e ee en a 
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MicroProse, Unit 1, Hampton Road fndactrial Estate, eases Glos, GL8 8DA. 








S there 


really 


room for yet 
another flight 
simulator? Ocean 


thinks so, and Ciaran 


Brennan discovers — 


this means war .... 


here are sneak previews 
and sneak previews, but 
how do you fancy taking 
to the skies in a plane that 
even the USAF'’s top pilots 
won't see until the next century? 
That's exactly what's on offer from 
this, Ocean's first ever flight simulator. 

Developer Digital Image Design has 
spent the last 18 months painstaking- 
ly researching two of America's 
newest’ and most revolutionary com- 
bat aircraft: the Lockheed F-22 Adv- 
anced Tactical Fighter and the Grurn- 
man F-29. The former is scheduled to 
be the next generation of US fighter 
Plane, beginning production in 1994, 
but the latter is so far ahead of its time 
that it's not expected to be up and 
running until somewhere between the 
years 2007 and 2012! 

In commissioning the new planes, 
the USAF set two basic priorities: 
Stealth (radar invisibility) and Super- 
cruise (the ability to achieve super- 
sonic cruising speeds without using 
afterburners). To meet these de- 
mands, the ATF is capable of hitting 
speeds of Mach 1.5 (930-1,000 mph). 

To quote the USAF: “[the F-22 can 
achieve] 70,000 ft as oppoosed to 
50,000 ft in the High Fast Sanctuary 
Zone with less threat against SAM, 
and at supersonic speed covering the 
ground some 75 percent faster than a 
sub-sonic cruise type reducing the 
fighter’s exposure time by a factor of 
three in the Shrunken Danger Zone." 
This basically means that the F-22 is 
more effective than the opposition be- 
cause it can fly harder, faster and 
higher. 

As if that wasn't enough, the planes 
are also made more manoeurable by 
the use of ‘vectoring and reversing 
nozzles’ which allow it to turn in tight- 
er circles without the use of curnber- 











. 
phe 2 be hee aang mig 








= eee i Ge he Tle ee he ate ite LT ee ee ele 
gma par pdb pir bp oe Qk LF ee ee pe pete fe ba 
oh eh we ging dee eh Pies Wh Lek Ue he oe eh eS Cewe yiey 


a ee ee 
its ghncal ie lee lg it = beep pl fa pty: tin trp arn, a ble lg ee i ly oe 
i eR igh sean p Pee gs meg eg ee pte Re es Pies pa Se See eS 
ee Oe Pe erg rig raglan ng: tte oem tes Sembee ece ign perigee ts erm me be rik Sh ey fe ee eh hp flares 
oS ew Beye ee Bes oh ee ee ieee ye pees ob cee 2 ea 





foie on een re ies 


ad eed 





i 
/ 
i) 


ee 












a 





| t's fast becoming standard practice to begin 
Bhight simulators with a mock enrolling ses- 


sion, but even here Digital Image Design has 


added is own unique touch. All choices are 
made using an on-screen computer (complete 
with working drive lights). The five ranks are 
more than simple skill levels: as you progress 
towards becoming a full colonel, your actions 
have a greater bearing on the ensuing conflict. 


some air-brakes. 

The single most distinguishing fea- 
ture which makes the F-29 stand out is 
its Front Swept Wing (FSW) configura: 
tion, which allows for short take-off 
and vertical landing (STOVL) and 
makes it look pretty sexy into the 
bargain. 

Ocean's simulator allows the use of 
both of these planes — which have been 
reconstructed as accurately as possi- 
ble, considering the secrecy which sur- 
rounds both projects. This isn't the 
first flight simulator to offer a range of 
planes — but it is the first to allows 
them to be used in an actual war, with 
their performances directly affecting 
each battle’s outcome. 

There are four theatres in which to 
fly: America (training), the Pacific, the 
Middle East and Europe. Each war is 
fought to an unknown conclusion — 
victory, defeat or peace settlement — 
with constant text and map updates 
describing progress. In practice what 
this means is that there are over 90 
missions to get stuck into. 


B_ Bere's what sets F-29 apart from the pack. 
ri War is raging across Europe, with the 
outcome of the conflict hinging on the success- 
ful completion of your missions: fail to tip the 
balance in a tank battle and you may just see 
the front line change in the enemy's favour. 
There is a random element to the proceedings, 
but it’s highly unlikely that you'd win all of 
your battles and still lose the war. 


Fri 135th October 20Ge., 














pm hoose your weapon from either the FSW 
‘feat F—29 or the ATF F-22 (inset). There’s more 
to making this choice than simply picking the 
one you like the best though, as the planes’ 
unique abilities make the correct choice critical 
from mission to mission, The range of weapon- 
ry available is exactly the same for both 
models, but the ATF has a slightly higher 
capacity. 


here's trouble in the pacific, as enemy 

elements attempt to take over the heart of 
America’s industry: the oil business. Here, it's 
your job to protect a series of island-based 
refineries and ultimately put paid to the 
enemy's fleet. 


he all-digital cockpit display allows up to 

three separate screens (from a choice of 
18) to be viewed simultaneously. The warning 
lights (above the centre screen and to the far 
left) change from orange to red as the damage 
or danger increases. 
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| ypical of most flight simulations of recent 


= times, the view from within Retaliator’s Nic all of the specified targets are capable 
cockpit.takes in a full 360 degrees — including of hitting back - this bridge is largely 
this rather fetching view of your own mush undefended (except for a couple of teensy SAM 


under the pull of too many G's. missiles, but it’s vital that it’s destroyed to stop 


the enemy's advance. And each mission comes 
complete with a secondary target, so even if 
you fail to blow this bridge to smithereens you 


oS 
may still have some work to do before you can uw) 
head for home. 












ly low to discover some incredible detail: 

towns, railway yards, oil refineries -— you 
name it... Unfortunately you're also likely to 
see some details that you'd rather have done 
without: this enemy tank platoon attacking 
your base for example. Looks like it’s time for 
a little tankbusting. 
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Fy around the Arizona desert in the US 
section — effectively a series of ‘warm up’ 
missions to prepare you for the shape of things 
to come. The high level of detail seen on this 
mountainous terrain is typical of the atmos- 
pheric graphics throughout. Wait 'till you see it 
move! 


Car of the planes is either via mouse, 
“a@joystick or keys, whichever takes you 
fancy. But more impressive is the fact that you 
can choose the accurately simulate a plane's 
handling (as in F-|6 Combat Pilot) or fly a 
simpler version for a more arcade style experi- 
ence (Interceptor style). 


THE DID-Y MEN 


ve had Laurel and Hardy, Abbot and Costello, Hope and Crosby, Tarby and Forsyth, but 
now there's a dynamic duo to rival them all — Allsopp and Kenwright! Martin Kenwright 
and Phil Allsopp founded Digital Image Design back in February, not long after their 
programming paths first crossed. 22-year old Martin's games career began two years ago with 
Mirrorsoft's Strike Force Harrier, quickly followed by Spitfire 40 for the same company. More 
recently he's worked on Tetris, Microdeal's JUG, and the ST and Amiga versions of Spectrum 
HoloByte’s brilliant Falcon. Phil's programming career is less prolific — after a string of 8-bit budget 
titles, he programmed Mastertronic's Roadwars and Mayday Squad .for Tynesoft. F-29 
Retaliator came about, claims Martin, partly because of the work he did on Falcon, but mostly 
because of his interest in modern fighter planes. “I'd read about the F-22 and F-29, and thought 
they'd be a brilliant base for the game | wanted to produce — the ultimate flight simulator.” Martin 
and Phil aren't afraid to admit that elements from other flight-simulators were ‘borrowed’ during 
Retaliator's development. “We took something from just about every flight simulator we've ever 
seen — Interceptor was a big influence due to its simplicity, but we didn’t really base it on anything 
in particular,"’ reveals Martin. When Phil and Martin approached Ocean (‘We'd heard really good 
things about them”) Retaliator was snapped up almost instantaneously, and now the duo plans to 
stay with the Manchester Marvels for the foreseeable future: “We've got a few ideas for the future. 
The first one is an Elite-style space game where lots of people could play via a network. It'd have 
lots of strategy, action, shooting, and ... space and things. We've also got plans for a 3D 
Afterburner type shoot ‘em up using vectors and sprites together, and finally a ‘serious’ flight 
simulator — something like Falcon but even deeper and more involved.” 














. Top Gun may have 
. taken your breath 
Wes away, but F-29 will turn 
’ you blue. The exhilara- 


Rae tion experienced during 
flight is paramount, with the pace of 
movement guaranteed to thrill aven 
the most staunch arcade apologist. But 
this speed hasn't been conjured up at 
the expense of detail, as every aspect 
of the world is completely believable 
and more than adequately d=tailed. 
The missions, too, are challenging and 
imaginative — take this scenario: the 
Russian and American leaders are dis- 
cussing peace on board a Mediterra- 
nean aircraft carrier with yourself and 
the top Russian ace keeping guard 
above, when suddenly a squadron of 
bogies appears on your radar...get 
out of that one! It's obvious that the 
developers enjoy using flight simula- 
tors as much as they enjoy developing 
them. But F-29 Retaliator is more than 
just an approachable and entertaining 
flight simulator — the addition of the 
conflict scenario turns it into a game to 
rival Carrier Command. It's not flaw- 
less (there's no night flying for exam- 
ple) but where Retaliator scores is that 
it's taken most of the good points from 
the recent batch of flight simulators 
and added two all-important factors: 
speed and depth. You may already 
have simulated enough air miles to 
take you around the world twice, but 
don't even think about hanging up your 
flying helmet until you take one of 
these babies for a test flight. 


PRICE £24.95 
RELEASE DATE Out Now 
GRAPHICS 97% 
SOUND 8B% 
PLAYABILITY 93% 
VALUE 91% 


OVERALL 95% 


Although the range of 
sampled sounds won't 
be as extensive, the 
speed may actually be 
even greater! Also out 


now at a price of £24.95. 


Don't expect anything 
until the New Year, but 
when it does appear, PC 
Retaliator, program- 
med by Jason Brook, 
will accommodate all graphics formats 
Cincluding Tandy). Better still, you 
won't have to put up with the usual PC 
squeaker, as the program will support 
the Roland LAPC-1 sound board. 











Outnumbered, outgunned — human cunning and ingenuity are your 
ie eliece 

Mankind is prosperous, unthreatened and therefore militanly weak, 
Tce imine ele eee A Ieee MON Ce Ts elt Met em eC ThA e 
The unthinkable has happened — thousands of armed alien vessels 
Pee Rn wee ll tsi caa Mies Meu eee were intelli leletCRe May lomec| Chava Mal 
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vital to human inter-galactic communication. Your cunning and 
ingenuity in controlling and programming the maintenance droid on 
ere Fee SCRA ECM eh ne mae Tn ATER 

| Beleriiieueee ist hu ete TRO m onl ehwer oem 

| i meres melee 

L Bn sanaele ee 

@ [mmenee play area with four decks and entire alien vessel. 
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REVIEW 


ary Whitta 
goes loop the 
and 





loop 
round the bend about 
Domark’s conversion 
of Atari’s racey coin- 


op. 


ince the days of Atari's Pole 
Position, the coin-operated 
race game hasn't really 
evolved. There's been the 
occasional minor innova- 
tion: 3D graphics from Continental 
Circus, a pursuit element courtesy of 
Chase HQ, vector graphics from Win- 
ning Run and even a car that takes off 
and fires missiles thanks to Night 
Striker! But these (and most of the 
other: racing games to date) have all 
been in the same arcade mould, ie: 
minimal realism, maximum action. 
The first coin-op to prove that real- 
ism could be exciting was Atari's Hard 
Driven’, which made the bold step of 
putting you in the closest thing to a 
real car there is. The deluxe cabinet 
surrounds the player to create a feel- 
ing of ‘being’ in a car, adds a proper 
clutch to the accelerator and brake and 
even features a start button with an 
ignition key! But most importantly, it 
actually feels and performs like the 
real thing. Hard Drivin’ won't let you 
get away with anything a real car 
wouldn't allow — hard by name, hard 
by nature. 


ag 5 phd Norah cethabaentns his 
manual or automatic. The manual model 
has a full four-speed gearbox - mastery of 
which is the key to speed. To make life easier, 
any combination of stick, mouse and keys can 
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way the road is about to turn. They also tell 
you the speed you should be travelling at to 
safely get across the next obstacle. The 
dreaded loop-the-loop: Take this too slowly 
and you're likely to get to the top, run out of 
momentum and fall out of the sky. 


bird's eye view is displayed before and 
after the event — before to show where 
you can go and after to show where you didn't. 


even computer-controlled vehicles com- 

pete for your road space — you often spot 
one leaping over a bridge as you pass under, or 
looping the loop as you do. These other motors 
only ever cause problems as they approach you 
on the other side of the road — collisions put 
you out of the race for good. 
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t's tempting to wander off the beaten track to investigate the lavishly-designed roadside obstacles 


el 


§— including a barn, house and petrol station. However it’s not really advisable, as the clock doesn't 


Map ticking just so you cah go sight-seeing. 


™ear the first hill and the road splits into two (which sounds very philosophical but it isn't really) 
#— one route leads to speed, the other to stunts: ramps, jumps, bridges, a ‘wall of death’ and a 360 

loop-the-loop await the foolhardy. It's essential to break away from the three leading cars 
and establish an early lead, otherwise the road is jarmmed for the whole race. 
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"omplete either track and you earn the 
m@chance to take on the ‘Phantom Photon’, a 
¥5 Hy semi-transparent car. A novel touch is 
that your route and performance is stored in 
memory, so if you win, you can race against 
‘yourself’, ie: the Phantom Photon drives ex- 
actly as you did in your successful run. It's even 
possible to save you performance to disk and 
give it to fellow Hard Drivers to race against. 





fter, any disaster — be it falling of a bridge, 
_ colliding with a truck, driving through a 
house or whatever — the result is replayed in 
glorious three dimensional perspective. The 
replay ends with the car (and you presumably) 
exploding in a ball of flames... 
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GETTIN’ HARDER 


f two tracks don't sound like enough to keep 

you busy — fear not. Domark is planning to 

release a series of expansion disks in the new 
year, featuring a series of custom tracks de- 
signed by Jeurgen, Unfortunately, due to the 
nature of the game none of the tracks will be 
based on real courses like Silverstone or 
Hockenheim. Instead they'll be new Speed and 
Stunt Tracks, with bigger, beefier obstacles, 
tighter corners and more perilous adversaries. 
It's not yet been decided how many courses will 
appear on each expansion disk, haw much 
they'll cost, or even exactly when they Il appear, 
but rest assured — we'll keep you well posted. 
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The original innovative 
realism can only really 
be appreciated by those 
who drive for real. The 
tactile feedback of the 
steering wheel and the car's realistic 
handling mean that drivers can really 
relate to it. But what really makes it 
enjoyable is the chance to take what 
feels like a real car over tracks and 
obstacles you wouldn't dare try in real 
life. Unfortunately the coin-op is 4 little 
too daunting for non-drivers, and it's in 
this area that the conversion scores. 
By replacing the juddering steering 
wheel with the more familiar joystick, 
mouse or keys, Hard Drivin’ has be- 
come immediately more accessible. 
Non-drivers can get to grips with it 
more easily, and while it's obviously no 
longer such a realistic experience, the 
coin-op's feel has been recreated au- 
thentically. While the graphic definition 
isn't as high as the coin-op's, and some 
colour has been lost, its speed 
(perhaps the most important factor) 
certainly hasn't suffered. Like its arca- 
de parent, Hard Drivin’ won't immedi- 
ately appeal to everyone — this is a 
little daunting if you grew up on Chase 
HQ and Turbo OutRun, but it's ulti- 
mately rewarding. 





PRICE £19.99 
RELEASE DATE Out Now 
GRAPHICS 90%. 
SOUND 80% 
PLAYABILITY 88% 
VALUE 81% 


OVERALL 88% 


To all intents and pur- 

poses identical to the 

ST, with the addition of 

= \ @& stomping soundtrack 

5 sampled from the coin- 

op, Commodore Drivin’ is due for re- 
lease this month at a oe of £19.99. 






Jeurgen's handling of 

this version himself, 

and CGA, EGA, Tandy 

and (surprisingly) Her- 

cules are all supported. 
Expect to see something next month, 
and have £24.99 in your pocket in case 
you want to buy it. 








OUT OF THIS WORLD 


TOWER OF BABEL 


An intricate 3D strategy game involving an interconnecting 
network of towers, platforms and lifts all rendered in solid 3D 
een UNMET RS ITEM Cw Ie oe eee een eRe) ROT 
robot spiders and program them to solve problems and puzzles 
and interact with other creatures, such as Pushers, Zappers 
and Grabbers. Alternatively, real time control is available to 
you at any time for instantaneous reaction to the game’s 
developments. For the more adventurous among you, there is 
ARGO OO tem Oi emer te eeeT |OUR Reena en eRe Le nis 
DE ee ROR eee Hela eect e CS ime teC oa) mCO RO aes 
friends with your own fiendishly difficult creations. More than 
just a game, more than just a puzzle — Tower of Babel is a whole 
new concept in strategy gaming. 
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A RIDE ALONG THE ROCKY ROAD OF 

SUBCONSCIOUS THOUGHT, WITHOUT SHOCK 

> ABSORBERS. 

. Imagine yourself in a world full of nightmares with Dali-Esque 

© creatures & mind eating eyes. Picture yourself in an upside 
down landscape Alone in a weird dream & wondering what 

iT ae 

“Weird Dreams is stunning. It’s one of the most 

bizarre concepts yet seen on a computer being more of 

an experience than a game”. 


MASTERS OF STRATEGY 

A DIVISION OF 
MICROPROSE SOFTWARE 
MicroProse, Unit 1, Hampton Road Industrial Estate, Tetbury, Glos, GL8 8DA. 
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ir Arthur Lancelittle finds 
himself up against all man- 


£; ner of things that go bump in 
“4 the night in US Gold’s latest Cap- 


Com coin-op conversion. Gordon Houghton 


prove that he ain’t afraid of no ghosts... 


O-" hero! Stronger than a giant! More 
courageous than a lion! Faster than most 
knights (in a suit of armour)! His name's 
Arthur, and he’s annoyed. Five livels of dire 
peril and touch monsters lie ahead. Who cares 
about the time limit? Who care about only 
having three lives? Erm... he does. 





f you think getting girlfriends is 

touch these days, spare a 

thought for poor Arthur Lancelit- 
«tle, the mediaeval knight. There 

he was, minding his own busi- 
ness, when he heard a cry from a 
damsel in distress. Simple, he though, 
just kick some dragon ass and it's fun- 
time. 

Unfortunately, this damsel is a prin- 
cess, and she’s being held captive not 
by a dragon, but by the Devil. The Devil's 
skulking around and rattling his cage a 
long way off along a scrolling landsca- 
pe filled with ghostly apparitions. 

If Arthur gets struck just once by 
any of these, his suit of armour is 
whisked away; twice, and it’s his skin 
that gets stripped off. He's only got 
three lives in all. Oh Dear. 
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t's definitely a good idea to pick up that 
extra-shiny, extra-tough suit of armour. 
When you do,gust hold down Fire, let go and... 


fham! You've got a knight-sized su- 
ees perweapon that kills most known 
demons dead. They change according to the 
weapon you already had: the lightning bolts 
are the most spectacular, but if you've got a 
split personality there's also a doppelganger to 
be had. 

















rthur stumbles upon a mysterious chest. Having decided he’s got a bit of time on his hands 
PA before he finishes the level, he fires a shot... whoops! It looks like this is one of those chests that 
Lucifer has dumped his minions into, And he looks pretty angry... quack! 


G: This is no time to be in underpants, 
Pparticularly when this end-of-level beast 
takes a huge number of shots to kill. There are 
five such creatures in all, each one preventing 
entry to the next stage. Get to the end and you 
engage in mortal fisticuffs with the Devil 
himself! 
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ye initial weapon, the magic spear, is 
& handy enough for most enemies, but 
some need a weapon with a little extra to 
send them back home to Ghoul City. And 
wouldn't you just know it — killing some of 
the Devil’s henchmen rewards you with 
alternative weaponry. There are rapid-firing 
daggers, axes, firebombs, swords and, weir- 
dest of all, mini flying saucers. 


It’s rare indeed to see a 
game's sequel appear 
before the original, but 
US Gold's conversion of 
Ghouls ‘n’ Ghosts has 
just plipped Elite's translation of 
Ghosts 'n’ Goblins to the post. This is 
an impressive version of the Capcom 





coin-op, containing most of the game- 
play elements: frustrating enemies, 
atmospheric graphics and a diftterent 
tune for each level — AND two more for 
the high-score table and continue 
screen respectively. Each section is a 
different challenge from the last, and 
even though it's incredibly frustrating 
at times, you can't help coming back 
for more. There is one significant omis- 
sion — you don't get turned into the old 
man by the sorcerer — and there are, 
understandably, a few compromises, 
like the ST's few spots of rain up 
against the coin-op’s storm. These 
omissions don't affect your enjoyment 
though — it's every bit as addictive as 
the original. Just one word of warning: 
because it's so like the coin-op, it’s very 
hard. For experienced gameplayers, it's 
the challenge they've been looking for — 
others may end upinflicting unneces- 
sary damage to their screens. 


PRICE £19.99 
RELEASE DATE Mid December 
GRAPHICS TB% 
SOUND BO% 
PLAYABILITY 83% 
VALUE T1% 


OVERALL 80% 


Also due to appear in 

the middle of Decem- 

ber: here the basic 

gameplay remains un- 

altered but the music 
and graphics are very close to the coin- 
op'’s, with five bit-planes providing 
plenty of colour to add to the wall of 
sound. 





Oh woe. The news is 
not good for would-be 
MS-DOS Arthurs... 
there's no PC version in 
the pipeline. 
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Capone i7.99 19.99 16.90 Miniotice Spread 16.55 TRG - - F.9o 
Captain Blood 7.99 7F.oo - MontezcunmGns Flaveernige = 6.00 Uitirna 14.99 
7 Cariar Comnrund 14.090 14.590 14.95 Monnet re - Ultimate Golf 16.99 16.609 13.96 
Challenger 3.99 hohor heise 13.99 13.09 ; UMS Scenaria 1 6.00 A.o 6.85 
i | ‘Chaos Strikes Back 14.90 Kale bei 15.890 15.99 UMS Scenario 2 8.9% 4.90 4.95 
Chronoguest 169.99 «18.99 19.95 Mawy Mowes 13.99 16.99 16.99 Linimwitecd 11.99 - 
Chuck Yoauger APT 19.95 Alexei 13.90 17.99 Univ Military Sinn 14.oe iad Tal oe 
Chuckie Eog 2 11.869 114 Methenarorhd 139.99 7.05 Vernminahor 14.90 714.0990 14.95 
Colossus | = 15.09 15.99 MeUurOorraroer - 189.85 Wigilante 10.60 10.809 106.60 
Corruption 14.900 i490 14.95 Now Zealand Story 13.99 16.99 - Vindicaiors (Domark) 9.5 4.99 = 
Cosmic Pirate 11.90 14.99 Alighihnuinter 14.89 Wirus ulker 8.99 ~ 
Craps Acadeny 7.89 - Northstar 9.56 = = Vian fT. ce | 
Crazy Cars - 7.95 : “Ninja Warriors 19.98 13.90 - voyager 12.99 15.89 
Crazy Cara 2 11.99 14.90 14.96 Operation Hionnuz 2.89 12.99 12.90 W Class Leacerbownd = 4.99 = 
Cybernoid 2 11.90 11.66 Operation Meapbune 14.00 14.00 14.05 W Gretzky Hockey #4,.099 
Conflict Europe 16.99 16.595 - Operation Volt 11.99 i409 11.965 War in Middie Ewarth 14.60 14.90 = 
Day by Day 14.00 - Orbiter o.oo - - Waterloan 14.990 14.99 14.0c) 
Degas Elite 17.99 Outrun 4.99 4.99 Waird Dreans 14.90 14.09 14.99 
Deja Wu F.8o F.oo — Pacland 11.99 11.59 Werce 27. oa 
Deluxe Music Con Seat 45 SG Pacmania 17.69 11.06 Weros + 47 Oo - - 
Deluxe Paint 31 meq - 409.99 69.09 Paperboy 12.59 12.99 = Winter Ohmnpiad 7.99 
Deluxe Photolab 45 So Per Finance Manager 27.99 Word Portect 222.99 - ~ 
Deluxe Print 2 40.99 = Porsonal Pascal T6.08 = = Word Up 56.59 
Deluxe Production - 66.95 Peter Beardsley Soccer 1299 86F 0 xenon 11.960 14.99 
Deluxe Vicheo 49.99 Phalanx 2 4.99 Xenon 2 Meqablast 16.00 16.09 
BDevpac 2 55.00 - Phantom Fighter - 7.88 Se ncplroie Ii5.90 16.99 
Digicalc 35.99 Phobia 9.99 9.09 . wybots 12.90 12.09 
Dowble Oragean 11.99 11.99 15.99 Pioneer Plague - 14.96 Zac MckKracken 16.99 16.99 
Dragon Minja 12.09 15.99 Pirates 15.96 Zany Golf 13.00 16.090 16.009 
ragomsiair 1 KA - 7o.99 Police Quest 1 or 2 164.69 16.598 16.398 ynape 7.99 
Lirither 14.90 14.595 Police Quest 1 or 2 amen 
Curren hfs esr 15.99 15.98 Aint Erooikss 6.99 6.09 6.o0 
Eliminator 139.990 13.99 “Pool of Aadiance 16.90 19.980 16.95 
Elite 14.09 14.08 — Populous 16.659 16.99 18.95 
Emanuela 11.90 11.99 11.94 Populous Promised Land 7.39 Tao Cabal 16.99 
Empire Strikes Back 11.69 11.99 Power Basic 47.96 - — * Chase HO ; 16.99 
Fo15 Strike Eagle 14.90 14.95 Powercdronne 16.99 16.99 *Continental Circus : 13.99 
F 16 Combat Pibot 16.00 16.90 16.045 Precious Metal 15.00 15.99 - AMOS 19.99 
Fahrenheit 457 fT .a0 Prison 11.98 11.90 *Double Dragan 2 : 13.08 
Falcon P16 16.99 19.9009 24.95 Protext 85.90 - _ *F29 Retaliator 3.99 16.99 
Falcon Mission Diak 7 13.90 #13.95 Psion Chess 16.99 16.95 *Golden Shoe 43.99 16.99 
Fantavision - 20.99 - FT 106 - 14.99 *Hard Drivin 3.99 13.00 / 
Fast Basic Disc 34.95) Pultys Saga 17.39 *Lost Patrol 4.99 16.99 
Fast Basic Aom 62.99 Purple Saturn Day 14.80 14.90 14.95 *Laser Squad 2.39 12.99 
Fast Break = 16.09 7.09 ‘Player Manager 2.99 12.99 *Maniac Mansion - - 
Fed Free Trade 19.990 14.99 - Liuanitox = 4.90 = *Michyinter 5.99 15.90 
Foarrari Farmula 1 16.99 16.99 19.95 HA Type eS ‘Operation Thunderbolt 3.99 16.99 
Financial Gontnoller 430.0 Rack Em - 7.98 *Powerdrift 13.99 16.95 
Firepower ~ - 12.99 Rattles 11.98 14.96 * Strider ; 13.99 
Fire2ore 7.20 Aiaicer = 11.09 = *Super Wonder Boy 49 16.99 
Fish 14.98 14.899 14.95 Aaunow Island 15.98 15.99 * Toobin : 13.99 
Flainpaint 42.99 Rainbow Warrior 15.99 15.909 - *UMS 2 15.99 
Fleet St Editar 110.0 - Rambo 3 11.96 *Untouchables : 16.99 
Flight Sim 2 26,00 26.990 32.05 Reach for Stars 16.800 17.65 Ghostbusters 2 . 16, o 
Flt Disc 7 or 17 13.90 13.99 : Heal Ghostbusters 16.99 16.00 ®Altarad Banat : 16.99 
Fit Diese European 13.990 13.99 19.95 Red Riaat 12.969 15.99 - "Beach Volley 16.95 
Flt Disc Japan 13.00 13.0909 19.95 Hed Storm Aising 1 i, Seta atts. faba Batman the Movie : 16.98 
Fit Diacs 1 to 7 11.95 Renegade 1 or 3 12.99 15.99 12.95 Hilletar £ 16.993 
Flying Shark 14.00 14.599 - Heaplay 4 Fs. ed Fighting Soccer 2 164.598 
Fonts ao oo Return to Genesis 11.9009 11.590 - Dynamite Gum af 16.99 
Foot Man 2 Exp Kil 4.99 B.99 4.99 Aick Dangerous 15.90 15.99 Pro Tennis Tour : 16. 3a 
Football Director 2 11.60 11.060 11.65 Bead Blasters 13.88 13.993 - *Commanda 1 13.98 
Football Manager 2 11.99 11.99 11.94 aor 12.99 16.890 12.95 *Doges af Var 2 19 
Foundations Waste 8.99 oo - RAecket Alanger 16.99 19.99 189.95 Mi Tank Platoon : = 
Frightright 11.99 11.99 : Romantic Encounters 7.90 : Curse of the Arure Bonds - 
Fun School 2 (6 to 8) 15.960 165.90 16.00 Bun the Gauntlet 11.99 15.99 11.90 Shutllapack Cafe af 13.99 
Fun School 2 (over 8) 15.90 15.990 1745.94 Running hen 14.99 14.99 16.90 Swords of Twilight 16.99 
i Fun School 2 phe le Gi) 15.99 15.99 15.99 AVF Honda 14.99 14.99 - *lvanhoe 39 16.99 
i Fis Strike Eagle - - 26.98 Sage Acoountant 1 eet) ed °V ether 
Farey Take Achwenture - 14.99 - Sage Accountant 4 260.00 - *Cyberball 9 13.93 
' Galactic invasion foo — Bocko apa 105.00: 
Galdregons Comain 12.09 12.990 : SO (Activision) fF .88 
Ganield Winter lz. 12.80 SD) (Cinemaware) o.oo 
GFA Gasic VS 59.90 5 . eaStalker 7.99 SPECIAL OFFERS 
| GFL Football 9,99 Soon Cut ~ 7.8 = 
| Gilbert Esca Drill 11.990 11.09 Sentine! Wiorkds _ - 17.98 : . 
| Golden Path 7.80 067.90 Serve & Volley 7.oo Arenegpeeeon Man 7.99 
Goldrunner 7.99 867.99 “ Shanghi 9.99 Ballyhoo an 
Grand Prix Circuit ~ 16.99 . Shoot Em Con Kit 19.99 169.99 Barca Toh 1 oo 
Gunship 14.99 1499 25.95 Silent Service 14.99 14.99 14.95 Blackjack Academy aa 
Hawkeye 2.99 12.99 Silkworm 1299 12.99 City Defence ee ee 
Hevifine Attack 9.90 86999 Skate or Die - 17.90 17.99 17.90 Dark Castle a OG = 
Helter Skelter o.oo ao Skullduggeary 7.40 Deflektor oe aon 
Heroes of Lance 16.99 16.99 16.95 Sleeping Gods Lie 14.99 14.99 14.99 Empire et Di ‘990—Cis 79 
Hi-sott Basic 75.99 Small Bus Accounts Gash 75.90 Fernadez Must Die al ae9 
Hitchikers Guicio 9.99 Small Bue Accounts Xtra 105.90 Fusion — ; : 399 
Home Avocouints 22.50 Soldier of Light 7.99 Fortress Underground 3.99 3.99 
Haale 14.90 i499 14.99 Space Quest 1 or 2 - 16.90 Garfield od Hijinks 7 94 " 
Hunt for Red October 14.99 14.99 Spelibreaker 7.29 aoa aly te 79906CO7.99 
Phybris : 19.00 Startleet 1 a 19.990 19.95 | rice rir phere 4 ; 
i brehy Jhoreee Aptos 13.99 13.99 13.99 Startlight 19.96 — Vegas hata 700 
iney Jones Ache rtuire 16.90 16.99 16.99 Starglider 2 14.99 14.990 14.95 ans 795 
insanity Flight 7.99 Steve Davis Snooker 11.90 12.909 MA ncirig Frter v1 7 og 
(_) interceptor - 15.99 STOsS 19.900 Aigel mene 2 ao 
int Maret -4 13.99 16.99 STOS Compiler 13.99 Nord and Bert . 
TI “it Came From The Desert 19.99 STOS Maestro 16.99 tad é 11.99 
OQ ‘iron Lord 16.99 1699 - STOS Sprites 600 11.99  — - Se oe Soe eS 195 9.99 
Jack Nicklaus Golf 15.99 15.99 Street Fighter 13.99 16.99 Sshadowgate 7 an 
iT] et 26.99 26.99 26.95 Strike Fleet ~ 16.99 Skychase 10.88 
Joan of Arc 13.99 16.99 15.99 Strike Force Harrier 7.39 7 Speedball I. byt 
< Jorday vw Bird 17.99 Stuntcar Racer 16.09 15.90 Strip Poker 24 : 2 
ee Juggler 22.0% Sund 7 ao Wiahbria er p 
Jurrips ext 3.90 Super Hangon 13.99 16.99 Zoek 1 or 2 — 
LT] Karting Grand Prix 7.oo Super Prof 230.00 Tetris 
on) Kennedy Approach 14.99 14.99 SUPE eS Perec al 52.65 eee 
i Titles marked * are not yet available and will be sent on day of 
LO eerste 
co te ee eee ee ett CT le ele me Eth ! 
2 per item for airmail 
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Dept THO11, 8 Buckwins Square, Burnt Mills, 
Basildon, Essex $S13 1BJ. Tel 0268 590766 
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THIS MONTH! 


@ 3D POOL: Ger to the 

@ ALTERED BEAST: Transformed 

Yl ee) ee tae Tahlia 

@ THE PROMISED LANDS forth and multiply 


QV REVOLUTION 
FRANCAISE 
Yr HE most conventio- 
B nal landscape, as it 
doesn't differ greatly 
} from the original Grass 
landscape which was used 


POPULOUS: THE a emcee 
PROMISED LANDS 


Grass work here, but 
(Electronic Arts) 


bear in mind that if you 
defeat a knight or leader 
you are rewarded with an 
enormous amount of 
manna. 

The Populous expansion 

disk offers more than just a 

graphic overhaul — much of 

the game logic has been 

tweaked, which means that 

many tactics already develo- 

ped have to be replaced. 

Fortunately the cavalry is 

here in the form of Bullfrog 

Productions .. . 





INDIANA JONES 
AND THE LAST 
CRUSADE: 

THE GRAPHIC 
ADVENTURE 


(US Gold/Lucasfilm) 





At the end of last month's nail-biting episode, Indy was 
left’ stranded in the catacombs below Venice with 
seemingly no way forward. All that was left to do was 
for Indy to pull the suspicious looking torch on the cave 
wall. BUT! It was surprisingly stiff and in need of 
lubrication (honk!), Now at last we can proceed with 
this thrilling tale . 


tages 





# THE BIT PLAINS 


HIS landscape is the toughest of the five because, 

as the graphic style suggests, it was designed to be 
perfect for the computer player. Castles are the most 
powerful buildings of the lot, as they produce seven 
(count ‘em) times more people, manna and weapons 
than any other building. It's a combination of this and 
the computer's ideal style of play, that means it 
produces lots of people very quickly. To keep the 
computer under control, you must rstrict his empire to 





AKE your way out of the catacombs and back to 


no more than three castles. 











A THE WILD WEST 


MUCH more sedate affair after the perils of the 

Bit Plains! This is a good beginner's landscape as 
it’s designed to allow you to master the more intricate 
strategies. Build Saloons as these produce twice as 
many people and the best weapons. One problem is 
that due to the desert terrain people die out quickly if 
left to walk around, so keep as many people settled as 
possible. 


BLOCK LAND 
IVE peace a chance. Block Land differs greatly 
from all the other landscapes, as violence is not 
encouraged. In fact you LOSE manna for each fight you 
win. Try not to kill the opponent's Knight or Leader as 
this gives him enough manna to volcano you. 


Vv 








HE screwiest world 
of the lot. While six 


of the ten buildings be- 
have normally, th eother 
five cause the population 
to decrease rather than 
increase, although they 
produce a lot of manna 
and high-level weapons. 
For the best results and 
an even whiter wash, 
keep a balance between 
the two types of bulding, 
so you get the best of 
both worlds. To help you 
do this, here's the obser- 
ver's guide to Silly World 
buildings. The regular six 
that behave normally 
look like this: 

While the wacky five 
are identified thus: 
1789 10 (wacky) 





the street, collecting the skeleton's arm on the 
way. Go to the table with the young couple drinking 
wine. LOOK at the wine bottle, then TAKE it and USE 
it with teh fountain to fill it with water. Go back to the 
catacombs, into the room with the torch and USE the 
wine bottle with the torch. Now PULL the torch to 
open a trap door to the next level! 


ALK across the 

bridge to the tun- 
nel on the right and 
LOOK at the inscriptions 
which refer to two diffe- 
rent accounts of the Grail 
found in the paperbound 
Grail Diary. Make a note 
of what these inscriptions 
say as they are invaluable 
later, when it comes te 
choosing the correct 
Grail. 


et 





HIS room is situated directly under the room on 
the first level that's flooded by water. To drain the 
pool above, USE the hook (attached to the skeleton's 
arm) with the wooden plug, and then USE the whip 
with the hook. This opens the plug, releasing the water 
safely. Leave the way you came in. Vv 
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Use red cordon with mac 
a aed 
sy Pick WP 

at had 


A LIMB up to Level One, passing the room you've 
just drained on the way, and enter this room. USE 
the red cordon with the machine and turn on the wheel 
to start the machine and lower an all-important bridge 
on Level Two. 
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A HESE three statues form a combination lock for 


| the wooden door next to them. Look at the Grail 
Diary (the computer version) to see two pictures of the 
statues — the left page shows the configuration that 
opens the door. The right page is labelled “certain 
death”, but if you do accidentally reach this configura- 
tion, you are only taken back a few rooms. Push the 
right-hand statue until it is correct, then do the same 
with the left-hand statue and finish with the one in the 
centre. 


¥ NOTHER of the puzzle rooms, Here's a morbid 





another combination lock for the door to the right. 
Look at the computer Grail Diary to see a musical 
score with five notes on it, which correspond to the 
skulls. A note on the top row is equivalent to the left- 
| hand skull, thorugh to the bottom row which equals 
the right-hand skull. Write down the positions of the 
notes, convert them into the relevant skulls, and press 
them in that order to open the door (if you make a 
mistake, carry on until the door opens and shuts and 
start again). 
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A WOuR final destination in the catacombs is the 

resting place of the second Grail Knight. It’s on the 

far right of the level, near the bottom of the screen. 

Once you are there, open the casket and look at it to 

gain vital information. Then walk to the grating, open 

the rusty lock and walk through. Go back to the street 
via the manhole and watch the following scene. 








SOREN, 


ee me | 
Se ee a a for the Colonel! 
Where is the prisoner?) Tve come to interrogate him. 
Offer an item Throw 4 Punch 





HEWN this Nazi guard stops you, pretend to be a 

high-ranking German officer. He isn't very 
bright, but he only believes you if you keep up the 
charade. Make a mistake and it’s fisticuffs time. Once 
you are past him, enter one of the adjoining rooms (a 
cloakroom) and pick up the servant's uniform, but 
don’t put it on just yet. These Nazi guards aren't as 
stupid as they look — if the same one sees you twice in 
different attire, he won't stop to ask your name. 


v HEN you encounter this drunken Nazi, take a 

thoughtful approach — ask him how he is and get 

him to give you his drinking stein (it's pretty obvious 

how this is done). Once you have it, select TALK and 

ask some probing questions to gain more information 
before leaving. 


Tell me where you @pt your ale. 
May | get you another drink? 


Perhaps it's best you stopped drinking anyunay. 
Throw a punch 





W wir across the room to the far right-hand side 

and push the suit of armour. His battleaxe falls 

and makes a large cut in the rug - which comes in 
handy later. 
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HEN you arrive at 

the Austrian Cas- 
tle, click on the open 
door to be greeted by a 
Butler. Don't be too 
direct with him — there's 
a way of making him 
leave you in peace. Try 
enquiring about his rela- 
tives, and bring up the 
subject of Otto. 





N the kitchen, you need 

to get your hands on 
the roast boar cooking 
away on the spit-roast. 
USE the stein — unfortun- 
ately it's empty, but you 
can fill it in this very 
room ... 


| 
em a 
ee ee ee 1 





NOTHER Nazi 

guard. This time 
your ‘undercover officer’ 
routine doesn't cut any 
ice, so you need another 
excuse to be wearing that 
leather jacket. If you can 
carry off this stunt, you 
can even make some 
money. But don't be too 
greedy — if the guard asks 
the price of a jacket, keep 
it streetwise or you blow 
your cover. 














' " ml 
P . F ‘ Tt ae Eas _ 
p. L ‘ : 4 * ae he 
r . = Lo 
i re : eel 
zy 
ast = ee 
% i ey 
aie a — oS 


Race in six completely different vehicles. 
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——— 50 FRAMES PER SECOND! 


ELUM eR aCe LO amt: (ee 
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fought battle for positions. Races take place on 
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— the same speed as the fastest arcade machines 
See UHM a Nia eee CPU TAL Oe CIV LE tea Oa 
A DEMONSTRATION, better still — BUY IT! 








Choosing out of 12 competitions is justone ofthe many choices 
rn ts 
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ee ee OUT aul hse 
ea iu aes 
eel ee ete 
| 30 different tracks 
UC TES et Me 
Pe ea oe 
seem ire 
Practice option 
Me ER ue) | 
Joystick or mouse control 
my Teta Lbs 


AVAILABILITY: AMIGA £24.95 November '89 
ATARI ST £19.95 February ‘90 
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5 MIDWOOD HOUSE - MIDWOOD STREET - WIDNES - CHESHIRE WA8 6BH - TEL. 051-423 5943 
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EMBER 1 


THE ONE 


onverting a 
one 
but 
three 
screens into one? 
Gary Whitta dusts off 
his pygama trousers 
to put Virgin’s latest 
Taito conversion 
through its paces. 


t's 199353 and America has 

changed a lot since the familiar 

days of Big Macs and The Brady 

Bunch. After a bloody coup, the 

society we once knew has fallen 
and been replaced by a police state 
controlled by a new President, the evil 
dictator Bangler. 

With the army, police and the crimi- 
nal underground all at Bangler's corm- 
mand, no-one dares stand in his way. 
Except the Ninja Warriors, two robots 
skilled in the art of Ninjitsu, built by a 
small band of rebels and sent out to 
assassinate Bangler and restore free- 
dom to the galaxy... 

So goes the rather unlikely storyline 
for The Ninja Warriors, the latest in a 
line of Taito coin-op conversions from 
Virgin and The Sales Curve (after Silk- 
worm, Continental Circus and Gemini 
Wing). This one was arguably the most 
difficult of the four to convert, thanks 
to the coin-op’s innovative method of 
using three monitors side by side to 
create a Cinemascope-style playing 
area. 


coin-op is 
thing, 
squeezing 





s The Ninja Warriors take a beating, their 
fake flesh covering falls off piece by piece, 
revealing stark cyborg interiors. 
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T Ninja Warriors are armed in two ways — 
limited supply of shurikens comes in 
handy for long-range combat, but when these 
are exhausted (or the enemy jets in too close) 
twin hand-held knives come out and jugular 
veins start opening up. 





bog-standard knife-wielding foot sol- 

diers are easily dispatched with a couple of 

shurikens or a quick slash to the throat. The 

rest aren’t so easy. These hunchbacks have a 

nasty habit of leaping around the screen and 

blocking your shurikens, so it’s necessary to get 
in close and slash away. 


tank is invincible — not even a Ninja can 

take on 70 tons of trundling steel! Fortun- 

ately the big cannon doesn't fire, but the driver 

occasionally appears to let rip with the machi- 

ne gun, and it's then that he's vulnerable — get 
up there quickly and slit his throat! 
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Mihe Ninja Warriors is the work of 
‘ Random Access, The Sales Curve's in- 
house programming/design team. 
Formed just over a year ago, Random Access’ 
first project was the conversion of Technos’ 
excellent shoot 'em up coin-op Silkworm. The 
team comprises Project Manager Simon Pick (an 
ex-Commodore 64 programmer responsible 
for the drum synthesiser Microrhythm 
amongst other things), programmers Ronald 
Pieket Weeserik and John Croudy (neither of 
whom had programmed any commercial 16-bit 
games before Silkworm) and graphics man 
Ned Langman. 


When the job of converting The Ninja 
Warriors first arose, the Random Access boys 
took a look at the coin-op and weren't too 
fussed. The decision to convert the three 
screens into a ‘Cinemascope’ format was made 
right at the start, but it wasn't until Taito’s 
original graphic files arrived that the first 
problem popped up — there were more than 
three megabytes of them! 


Shrinking and fitting the graphics into the 
humble ST and Amiga was carried out via a 
custom-written utility. The coin-op files were 
downloaded into the program which redrew 
them at half the original size and recoloured 
them. The coin-op sprites and backdrops used 
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Even in the final compressed form, each level 
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couldn’t be loaded in one go (with |5 screens to 
a level, and 32K of graphics for each screen, 
hae hardly surprising) so a ‘constant load’ 
system was devised whereby the next part of a 
level was loaded every five or six screens — 
fortunately the loading time is only a couple of 

seconds, so gameplay isn't affecte d. 

As well as the graphics files, Taito also 
provided all the alien data, so the boys were 
able to accurately plot the positions and actions 
for all the enemies — a much more reliable 
method than just playing through and hoping for 
the best. The sound was sampled directly, 
thanks to the coin-op's test mode that plays out 
all the sound effects one by one. 

With work on The Ph inj ja Warriors com- 
plete, the team is now turning its atten- 
tion to the Sales Curve's latest coin-op 
licence — Jaleco's horizontally-scrolling 
shoot ‘em up Saint D bragon. As Simon says: 
“We'll be using many of the techniques we 
develope “dl during Silkworm. Nevertheless 
we've got a good six or seven months of work 
ahead of us, $0 don’t expect anything until mid 
1990. 


wow 


But bes 












of all, The Sales Curve is currently 

bility of producting Silk- 
worm Il. Appa rently, the Random Access team 
is just bursting with ideas that came up during 
the development of the original, but because 
they were limited to producing. Work won't 
begin until early next year (at the earliest), but 
it should d be ‘wel worth the wait. 
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ix horizontally-scrolling levels of cut 'n’ 

slash action await the two cyborg Ninjas, 
gradually leading them from the slum quarters 
to hasmcanii s heavily-guarded mansion. 


ee 






he action hots up when the battle reaches 

the Army Base on the second level. The 
troops Increase in variety here — look out for 
fire-breathing musclemen, Ninjas who appear 
and disappear without warning and soliders 
who swoop down from the sky on mini hang- 
gliders! 


hose of you blessed with a sick sense of 

humour may enjoy the occasional alterca- 
tion with this rabid dog. Hit it with a shuriken 
or cut its throat and it dies with a horrible 
agonised yelp that makes your skin crawl. 

















These days 16-bit gam- 


ers are practically 

spoilt for choice when it 

comes to shoot ‘em ups, 

sport simulations, arca- 
de adventures, racing games... every- 
thing in fact, except from any quality 
beam ‘em ups. Apart from the brilliant 
IK+ Cwhich is now over a year old), 
there's virtually nothing to satisfy 
would-be Ninjas — or at least there 
wasn't until now. Random Access’ con- 
Version succeeds where all the others 
it feels good to play. The 
action never lets up, as there are al- 
ways plenty of things to kill, and, more 
importantly, the combat moves don't 
take five seconds to execute — one 
quick stab of the fire button is enough 
to gore an enemy soldier. Because the 
combat moves can be executed so 
quickly, you can cut your way through 
a whole platoon of soldiers without too 
much trouble. The sampled ‘urgh!' and 
squirt of blood that accompanies each 
kill adds to the fun, as does the two- 
player element, where the players have 
to cover each others’ backs to survive. 
The graphics are a little blotchy in 
Places and a wider variety of sampled 
sound would have been nice, but it's 
the strength of the gameplay that 
makes it what it is — one of the best 
beat ‘em ups to date. 


have failed — 


It may be spread across 
three disks, but at least 
this version doesn't ask 
you to swap them too 


often — only about once 
every two levels. There's litthe chang in 
the graphics, the price release date and 
ratings for that matter. 


Although the possibility 
hasn't been completely 
ruled out, there are no 
plans for an IMB- 
compatible version at 
the moment. Don't hold your breath... 
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CONFLICT: EUROPE 


(PSS) 


Wiping out the capitalist 
imperialist threat requires 
help from the boys in the 
bunker at PSS... 

The central problem in 
Conflict: Europe is break- 
ing through the enemy's line 
of defence (or attack, as the 
case may be), and what 
makes this difficult is the 
enemy units you engage are 
often just too strong, and 
they end up wiping you out 
rather than the other way 


THE BIG BANG 
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around. The key to reducing 
the strength of the enemy, 
and subsequently wiping out 
its units, is via supplies. 

In any war supplies are a 
crucial factor, and Conflict: 
Europe is no exception. 
Every unit relies on supplies 
coming through to the front 
line to strenthen it — and 
that includes yours as well. 
Concentrate more time and 
effort on hitting the 
enemy's supply dumps and 





command posts. This means 
it will have less to use 
during its rebuild phase and 
will slowly dwindle — in 
strength and eventually be 
killed in battle. 

The most effective 
method of affecting the 
enemy's suppllies is via the 
Air Missions — options like 
Deep Strike and lron Snake 
are very effective, des- 
troying supplies at their 
source, but need to be used 
with care. 


peste 
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It's possible to win Conflict: Europe without the use of nuclear weapons. In fact it's 
better if you do, as you finish with a higher command ability percentage. It is tempting to 
do so all the same and, in fairness, the nuclear option can be very effective if used properly. 

One thing worth remembering is that if you intend to use nuclear weapons, make sure 
you set your reflex strikes beforehand, and let the enemy know they have been set. 

Try to stick to the smaller fireplans, such as ones that attack single targets. The most 
effective strikes are those that attack eight rail/road areas, or four supply depots, as these 
can have crippling effects. A good rule of thumb is: any fireplan that requires the second 
fireplan code to be entered is pretty risky. Try to steer clear of mass unit destruction 
strikes, as the enemy, depending on the current situation, could well consider a full-scale 
strike (or at least one equivalent to yours) in return. 





TIPS 









ALTERED BEAST 


(Activision) 


The latest in Activision's 
seemingly never-ending line 
of Sega coin-op conversions 
is one of its toughest to 
date — at least it was until Jef 
Gamon revealed his hot 
tips. 

Success in Altered 
Beast is all down to the 
mastery of a few basic tech- 
niques and learning how to 
deal with the monsters. The 
main ruld of thumb is: for 
anything that's coming at 
you along the ground, hit 
with a squatting punch, whi- 
le airborne or jumping 


adversaries should be hit 
with the fall-back-and-kick 
routine. 


‘ =| i = 


HE exploding zombie 
S doesn't require any 
particular tactic, as long 


as you destroy it before it 
explodes - for that 
reason the long-ranges 


moves are most effec- 
tive. 





HE Ghoul punches 
out at you, but he's 
easily dealt with — duck 
under his punch and give 
him one back to kill him. 





HE Grave Master 

can't be defeated 
quickly or easily. Persev- 
erance is the key, so just 
keep hitting him until he 
falls. 





HE Gargoyle is out of 
your range much of 
the time, so wait until he 
comes down low on you 
before kicking up at him. 





HE End of Level Boss 

is best dealt with us- 
ing the “Big Burn’ special 
weapon available while in 
Werewolf form, or alter- 
natively by getting in clo- 
se, going down on your 
hands and knees and pun- 
ching away at the base. 




















LEVEL THREE 


HERE are two ways of 

dealing with the Ants: 
either jump at them or hit 
them with a well-timed 
squatting punch. 


HE Rattle is the one of 

the only vulnerable 
parts of the Snake, so if you 
can't kick it before it rises 
out of reach, just stay away, 
and kick up to knock off its 
head as it comes down. 





HE Snail is best left 

alone until you are 
armed with at least two 
power orbs, when a kick in 
the head will kill it. 
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f EEP breathing onto the 
base of the Guardian, 
and push it back as far as it 
will go. When it starts firing 
at you, walk back into the 
centre and spin into them. 










OTHING fancy about 
the Whiptail — just give 





it a hefty kick. 
HE Guardian is best 
destroyed in Dragon 


mode of flying underneath 
the cup and doing a Field 
Burst continually. 


“THERE'S only one new 

monster on this level — 
the Hammer Devil. Wait 
for him to start coming 
down, then move slightly 
left and do standing pun- 
ches to the right. 


™NE of the easiest 
Guardians to destroy 

- just keep throwing fire- 
balls at him until he coughs. 





HE Boar behaves like 

Level One's Grave Mas- 
ter, and so should be dealt 
with in the same way. Just 
keep punching away until 
he dies. 
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LEVEL FIVE 


HE Brew is killed with 


| a couple of squatting 
. 


punches. 





HE Fish are similar to 

the Ants, and so it's 
better to stay out of their 
way or kick or squat-punch 
them. 
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a up as the 
corn jumps at you 
works well, but only if it's 
perfectly timed — practice 


makes perfect. 








HE End of Level Rhino 

needs special treat- 
ment. Wait for him to 
charge at you, then do a 
low jump followed by a 
Horizontal Burn — keep on 
doing this until he croaks it. 
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ost advertisements are legal, decent, 
¥ A honest and truthful. A few are not, 
and, like you, we want them stopped. 

If you would like to Know more about 
how to make complaints, please send for 
our booklet: ‘The Do's and Don'ts of 
Complaining’ It’s free. 

The Advertising Standards Authority. 
We’re here to put it right. 


0ASA Lid. Dent. 7. Broak Howse mingtion Place, London WwCler # AI 


This space is donated in the interests « f high standards of advertising 
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MAIL ORDERS TO: 16 BIT DEPT, 55 HARROW DRIVE, LONDON, N9 SEQ 


HARDWARE:- 

A500 + Modulator + W.B. 1.9 + £230 Siware Pack + Photon Paint.. ints 
520 STFM + Ranarama Game + Tutorial + 7 Sware Titles + 10 Disks + Mousa Mat.. 
520 STFM ‘Power Pack’ inc £550 SAware ee eee eee tira uh ravacupadi ax 

A500 + Modulator + WB 1.3 + Baiman (The Movie) + £100 Software 





kd 8S 


Amiga ' Meg AHAM Exp with Clock + 1 Mag LNG ............:.ccccccccesccessseccessssessencnsssncnsseneeeas eves BS 


Monitors, Printers and all other Accessories 
31/2" QUALITY DD/DS DISKS 

IOET.OS SOLIS 100 £60.99 

All Disks Come Boxed in 10's (Not Bulk Packed) | Lead, Joystick ..............0. 


10 DDIDS Disks, Storage Box, Disk Drive 


Competition Pro 5000 Konix Speedking (Auta) 
Konix Navigator Compatition Pra 5000 Xira 


so ane Fale 1590 “50 Paseng Sha o70 
! g- ae, 
aN Pool a aa Faleo-Féeeerr 1256 8691286 P Gage Soccer : 

oe ae F16 Gone Pio 159 15h Pre; 

Aine! Placest ar | 16 Farrar 1 1479 «(1679 Popuitus , 

5 ie fi ar 
ts s a ‘ a] Fighting Soceme 1479 «1679 Popuinus: Promise Land 7 

te a wees | Forgotian Worlds 1379 «1379 | Powerden 
Gad Waompanty : 15 Lg Future Vtars 19.76 15.79 Pro Tare Tair 
Baines of Power 1990 «167% 16.79 F29 Flatalad 15.90 15.90 ps \ctel 
Geen mee | Galaey Fore 1979 «(16.79 | Quaneback 
; ae 2 Gearnini Wings 12.79 12.79 Aemnbcray WWrnicnr 
Batrian Tits Ace orf 15a Ghostbusters Ii 475 1679 Fee) Haat 
8] Highway Patol 1579 Reet Lap ture) 
5 sed lnechy & Lest Coresackn 70 Rick Cangernus 

‘7a 15.79 Rahoony 
ar ie | 157 AIF Honda 
ae aches 7m (1B: Shwnots 
= 7 ft Car roe Chesca Tt = Siw 
a | ivanhoe 279 «(1275 Sam City 
Kick On ao 7 Sinicker 
Kiraghgioncae 15.79 L Spent arig) Coccs: Lint 
Laie lee 
Led Firat ll 16.75 
Lainie Sagi! 1279 
Lice lee 
Licance To Kil 12.75 
Lite & Deewath 


Chaos Stik Back 

(oheese HLD 

(Chacange Op 

(Conic Europe 

(oninerial Lacs 

(Char racked 

Dernons: Torn 

Gragon Ming 

Dragon Sparti 

Orage: Laer 

Diraskhen 1.50 
Orhan Foros 15.99 
Oyenaarrac Castuggeer 15 re 
Chenarrite Due 179 
brpeo alihe Mines §=6§ 15.79 
Eye of Horus 15.79 


Starwars Trkagy 
: 


Shunt Car 

Saupe Chuarricel 
Supe Vioncer Boy 
Light Foray 16.75 Gace of Teaight 
Loetis. of Fisang San The Loa! Paired 
Matrie Marauciers 17a ait Tenia 

hiker 22 14.75 wr: Tris’ li 

| 15.70 Uiimale Gott 
Bese Nhined 17S Lirica ied 
Alon Fenland Story ra 5.79 Vile ia 

Blortih & Sacwstt: 15.78 : Wierd Creare 
Operation Virol 12.74 A anew |i 
Operation Thuncerbod 9 12a Sonoma 
Paperboy 1a.78 ae xinots 


uf PHONE 


Cleaner, Mouse Mat, Mouse Holder, Twin Ext 


AML A 


129 
16.79 
15.78 
16.79 
iS 
16.79 
15 
15.79 
12.75 
18, ou 
16.7 
A050 
15.79 
15.75 
15.78 
12.79 
V2.fa 
19.50) 
14.79 
15.70 
15.70 
16.79 
V2. 
15.70 
16.75 
16,70 
16.79 
15.79 
12 
16.0 
178 
18.9 
10.98 
16.79 
15 Sea 
15.70 
12.79 


ALL PRICES ARE FOR MAM GADER AMD WC VAT, PAP. PRICES SUBJECT TO CHANGE WITHOUT MOTICE, EMOE, MAROWARE AVAILABLE AT 


ABOVE PRIGES, SOFTWARE AT UPTO 254, OFF RRP AT:- 284 WESTERHAM AVE, EDMOMTOM, LONDON I 48. 
SPECIAL EMAS OFFER: SEND THES ADVERT WITH ORDER OF HARDWARE ANG DEDUCT £5.00 








THIS DISK _ THIS DISK 
COSTS COULD COST 


£14.99 £2,000 


It's against the law to pirate AY 


é 


software. Youcanbefined£2,000 /y7 3° 
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PIRACY 
IS THEFT 


or go to prison for six months. 


Any information an piracy 

SON Te Dascaei ho 

1_I| ] The Federation Against Software Thett 
, se felephone 01-240 6756 
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ST AMIGA 
Afterburner.............00.cc0cccccecneeees 15.95 19.95 
Albedo................. srsserssresesceeess Toe 8 ‘be. oS 
Alien Syndrome.................c000000 9.99 9.99 
Archipelagos ........................... 16.95 16.95 
PT aia sate der estany vce oss ecadnnaacesonen -.- 15.95 
African Raiders ....................... 13.95 13.95 
Alien Legionn................cccsccceeees -.-- 16.95 
| ceiiadt sdianlaheeed -.-- 16.95 
A.P.B... cstetsrsssreee 12,95 14.95 
Altered Beast.. ww. 18.95 18.95 
Action Fighter... 17.95 17.95 
Bloodwych.... 18.95 18.95 
Battlehawks 1942... woe 19,95 19.95 
Balance of Power 1990... So asitameet 16.95 20.95 
Barbarian 2... toe 13.95 16.95 
Bards Tale2... eal . 18.95 18.95 
Bismark... Sebi nies vekeSauien . 18.95 18.95 
Beyond Zork .. wae === 16,95 
Blasteroids. ...........0..ccccccccsecenee - 16. 95 16.95 
Blood Money ............................ 17.95 17.95 
Bomb Disposal ...................... eae 
Borrodino.........00..c00cc0scec0ee . 20.95 -=,-= 
Bridge Player RARER 14.95 15.95 
TIO EB ovcccncsrscssncsencccsceoneene 18.95 18.95 
Battletech ......cccccccsessueueee 20.95 20.95 
Bio Challenge...................002000 16.95 16.95 
Basketball............................. 16.95 17.95 
Batman the Movie 18.95 18.95 
Battle Valley ..............2.00000000+s 16.95 16.95 
Bomber ... wsseeee 21.95 21.95 
Bridge Player 2150 oocccccsecree 18.95 18.95 
Chariots of Wrath .. ws 16.95 16.95 
Castle Warrior..................0c0000 14.95 14.95 
Chaos Strikes Back.... 16.95 --.-= 
California Games...................... ---- 13.95 
Chessmaster 2000.................... 16.95 9.99 
Computer Hits Volume 2........... --.-- 13.95 
Cosmic Pirate........cccccccccee 13.95 16.95 
Crazy Cars 2 wiccicsscccescsccss 13.95 16.95 
Cybernoid ....................... sina 13.95 --,-" 
Cybernoid 2.... ttt 13.95 16.95 
Continental Circus... -- PHONE PHONE 
Cabal .. ita ee ..PHONE PHONE 
Dynamite Dux... . 15.95 15.95 
Datastorm... “ccsststtsssseesseee,PHONE PHONE 
Dark Sihe........csscccccssserccnsssencanees 17.95 17.95 
Daley Thompsons O.C.............. 13.95 16.95 
Double Dragoon .....................0..- 13.95 13.95 
DriMOr oo... ..eecccecceecceeseseeeereeereeee 16.95 16.95 
Dragon Ninja... . 15.95 18.95 
Dungeon Master (imb Amiga). 18.95 18.95 
Dominator .. sreteverseersereeee: 16.95 16,95 
Day of the Vir ver. 18.95 18.95 
Dragon Spirit 14.95 14.95 
MOM Secitsnsaaansavcion totes tieniiasiesc 16.95 16.95 
Earl Weavers Basebaill.............. --.-- 16.95 
Empire of the Mines ................. PHONE PHONE 
F16 Faloom ............ccccccsceceeeeeeeeees 18.95 21.95 
F16 Combat Pilot adds des aveceaie 17.95 17.95 
F16 Falcon Mission Disks ......... 14.95 14.95 
Fiendish Freddy........................ 18.95 18.95 
Face OFf .....c0cccs005: Gitte sascisones -.-- 10.95 
F.O.F.T... ‘ 20.95 20.95 
Ferrari Formula One.. wwe 18.95 18,95 
Fish... wee 16.95 16.95 
Flight Simulator 2.......... eee 29-95 27.95 
Football Manager 2 .................. 14.95 14.95 
Football Manager 2 or Kit...... 10.49 10.49 
Forgotten Worlds... w 16.95 16.95 
Fusion ............... peta d ais virend 9.99 9.99 
Fantavision.. stetssereaesrssrces 2P | 62 
Fish... AEE AY Sth ed 18.95 
Gemini Wings... ik hes eluavedyause tenn 1 6.95 16.95 
Galdregon’s Domain.. woe 15.95 15.95 
Garfield — Tail) ... be edaradats 13.95 14.95 
Gold Hits .. Ve «6 || 16S 
Gunship .. 18.95 18.95 
Gilbert Encane From Drill......... 13.95 14.95 


Phone: Call 0476 591040 24 Hour Service with your Access/Visa Details. 





All prices include VAT at 15%. All Amiga and Atari hardware available. How to order- Post: Send cheques, 
PO or Visa/Access details to the address below. 
TURTLESOFT Dept THO, Unit 3, The Old Malthouse, Springfield Road, Grantham, Lincs NG31 75E. 
Subject to availability, all items are despatched within 24 hours. E&OE. 






AMIGA/ATARI GAMES SOFTWARE 


ST AMIGA 
Grand Prix Circuit ..................... 18.95 18.95 
Human Killing Machine... . 13.95 13.95 
Honda RVF 750 .. sess, VEO 8 617.96 
Hit Discs Volume s.., wee 16.95 16.95 
Heroes of the Lance................... -.-- 19.95 
Hostage . 16.95 16.95 
incredible S Shrinking Sphere... . 13.95 “== 
international Karate + . . 16.95 16.95 
Indiana Jones .. ww 14.95 14,95 
Indiana a Adventure.. ‘ili . 18.95 18.95 
Interphase... ‘enmdss LL 21.55 
Ivanhoe ................ seseesesseseeseegee PHONE PHONE 
JOE .eccisecres « 27.95 27.95 
Joan of Arc 15.95 19.95 
I inca viddoniundacivbadpiat ned antonkel --- 21.95 
~_ NE akin acsunhincarpuentaanaan 11.95 —. 
Nicklaus Golf... Stuedich --- 18.95 
rentals Approach... iz, 3.95 16.95 
Kenny sagen Soccer . . 13.95 13.95 
Kick Off... wee 1495 14.95 
Kristal... --.- 20.95 
Kult... esse 13.595 16.95 
Kingdoms: of Engla Nie: 17.95 17.95 
Leonardo... 14.95 . 14.95 
Leaderboard Coll Birdie .. 5 . 18.95 18.95 
Legend of the Sword.. 16.95 16.95 
Little Computer People... Sc sakeatiaes 8.98 =.=" 
Lombard RAC Rally .................. 16.95 16.95 
Lords of the Rising Sun............. --.-- 21.95 
Licence to Kill............0......... 75.95 15.95 
Lancaster .. 18.95 18.95 
Lightforce .. 18.95 18.95 
Manhunter New York... Staapsteoate --.-- 20.95 
ne ly Deluxe... 15.95 15.95 
Heli... 16.95 16.95 
Niobe Raider... seuttiaaa nas 13.95 --= 
New Zealand Story....... cep dhevioas 14.95 17.95 
North and South.........cccccc 17.95 17.95 
Operation Neptune ... wes 16.95 16.95 
Operation Wolf.........0.0..000..... 715.95 18.95 
Oil Imperium.................... -esceeees PHONE PHONE 
Ber aak ee eekes ten indicnccerasensndsaans 17.95 17.95 
Passing Shot.........0......00000000 16.95 16.95 
PP PN MONI iecdueilen taba sdeitevdncsnnssanstanniaies 16.95 16.95 
Populous Promised Lands....... 9.99 9.99 
PINE siictisiekyeen vrs giostirssrtantiiier 13.95 13.95 
a  , e 13.95 13.95 
POPUlOUS .0..::0cscescsssssecsecessneeesesee 18.95 18.95 
Powerdrome... Ws 1690 18.96 
ee Riise ee 18.95 18.95 
Prison... pare 13.95 13.95 
Phobia.. Stesssseeteesccenrsereeeee 18.95 18.95 
Paperboy... s coia cha niannig cioantunacedveanis 13.95 15.95 
Rainbow Warrior... ceed 16.95 16.95 
Rainbow Islands....................... 16.95 16.95 
Quest for Clues (Hint Book)...... 11.95 11.95 
Quest for the Time Bird ............ 20.95 20.95 
YP@......0. wee 15.95 19.95 
Reach forthe Stars .. --- 18.95 
PARI senicnieps<naansperecsanieessdaiaes -— 16.95 
Reon SO wnet eva eeenteerte -.- 13.95 
ee beresculienivunemssnantgtii 15.95 18.95 
Run the Gauntit sh ear fctienes a 18.95 18.95 
Rick Dangerous ... wee 16.95 16.95 
Men sutts ssnsninp nncdbedtanaciibebins 15.95 18.95 
Rally Cross Challenge... . 17.95 17.95 
Stunt Car Racer........ i Miiisomcistoas ..PHONE PHONE 
Scenery Dise 7............0c000008 13.95 16.95 
Scenery Disc 9 
(American W. pee Giatveebesteeis 13.95 16.95 
Scenery Disc 11.. tw 19.95 16.96 
Scenery Disc Japan... . 13.95 16.95 
Scenery Disc Western Europe . 14.95 14.95 
Scrabble Delume ................00000.. 13.95 13.95 
Silent Service............................ 16.95 --.- 
Shoot em up Con. Kit... --- 21.95 
Starglidder 2 ...cccccccccccssccssesseeeeeess 17.95 17.95 
S. Davis Snooker .................... . 13.95 13.95 










































SAWP .....00ccnsccsersersnensanencnsenes 14 
Savage... 13 
SN ge cd wenticstnevintkbsncenneraneiaeesedes, ae 
Strip Poker 2+ . Te ie aleevbatea cake 11. 


Super Hang-O............c0ceeeeenes 


Skweek ... iaeusbjesaesaane 
Super Scramble... sasueipennes Os 
Super Wonder Boy... ble teapot eee : 
Scapeghost.... reneery aus i 
Star Wars Trilogy... .... PHONE 
NS Rh 14.95 
Super Quintet... ssssseeees TOG 
Sword of Twilight... sina . 18.95 
Strider... aa sereseceeee 14,95 
Stunt Car Racer... ence TT SS 
Test Drive 2 .. ; 
The Real Ghostbusters... . 13.95 
Time Scannet................0000000 16.95 
Typhoon Thompson.................. 15.95 
The Last Ninja 2 ....................... 18.95 
Thunderbirds................... amaras 13.95 
Trained Assassin .. ee : 
TV Sports Football .. 18.95 
Triad 2 .. sausscesccce | TERS 
3D Pool Challenge ... essessces DOS 
Untouchables... hei PHONE 


WUMIOING ool cicessn 12.95 
Verminator ........00cccccccccccceees 16.95 


Vindicator ...........ccccccreeecees 16.95 
Wires KilbOe .....-:.--.000cseeersersaresserss ; 

VOVAQON ........2.20:.000:000020002 ‘gas 18.95. 
Warships... serceeeee 20,95 
War in Middle Earth.................. 13.95 
Weird Dreams..................0:00002 18.95 
Wrangler .........cccccsscccccccsssssesceees 10.49 
Waterloo ...............ccccccssseeseerenes 19.95 
Pa A MM cberpnctsvaccshsinies iahetanensarisoni 15.95 
Xenophobe ... sssesseseeseees PHONE 
Xenon 2 Megablast ... seseecereeees 18.95 
Zak McKracken .. scessviccre BOOS 
Zamry GOW ...cacosacccseccsessseessneesesees 16.95 
sj Hasnain siemhapleracioiinss - 


Turtlesoft Atari Powerpack 
Free Joystick + Basic + Manual + Software| 
£400 RRP 
£359.95 inc VAT + Free Delivery 


Turtlesoft Atari Explorer Pack 
Free manual + Basic + Leads + Mouse 
£279.95 inc VAT + Free Delivery 


Turtlesoft Disks 
20 DSDD + Lockable disk box (40 cap). £20.95 
20 DSDD + Library case ..............00....0... !18.95 
40 DSDD + Library case (80 ca £39.95 


90 DSDD + Lockable disk box 30 Cap). £47. 95 
Disk Cleaning Kit 5.75 + 3.5 : 














Batman Amiga Pack 
Free Batman the Movie + NZ Story + 
interceptor + Deluxe Paint Il 
£399.95 inc VAT + Free Delivery 







CBM 64 Light Fantastic Pack 

10 Software titles + Free Light Gun + 3D 
Glasses 

£149.95 inc VAT + Free Delivery 











Cheque orders require 7 days clerance. Just because you don't see it —- doesn't mean we haven't got it — please ring for details 


Please make cheques payable to Turtlesoft 
















PLAYERS GUIDE 


. BDMBER 


rian Nesbitt plays co-pilot 
3 Vektor Grafix’s John 
Lewis to find out what can 
really be done with Activision’s 


simulation of the famous lls 
bombing competition. 








Ss i aetean 
mires down 
1 UiG TERT ee 
ef (0 GOVE / Gia Gia 
Samii intarmation 
JE ST ea ee 
SOE) SG a ete el 
anyWay TO give you an 
a Ge ee elves cielo) late 
mo land §=to becoming up against 





Sr ee Oa ee 








‘LS EP ee ee 


re al 


mae Se 


Mid-air refuelling ts far 
from easy, and unfor- 
tunately there aren't any 
specific tricks to make life 
any easier, The position 
and altitude of the tanker 
is shown in the mission 
briefing, and it flies ina 
costant ‘U' formation, ie: it 
flies straight ahead for a 
bit, turns round and thes 
ere 

Matching the altitude ts 
easy enough, but getting 
behind the plane is a 
different matter. It's a bit 
like nudging your way into 
a gap in traffic on a busy 
motorway. Hang around at 
a slow speed until it goes 
past, then hit the throttle 
and chase after it. 

The refuelling pod 
eee LCA eter MeCe UME Cem 
right wing, so stay slightly 
over to the right hand side 
and match speeds with the 
tanker. As long as you can 
get fairly close to the pod, 
lock-on and the refuelling 
process is carried out 
automatically. 


SN a 
AWAY 


Choose Free Flight and 
take a nice relaxing spin 
around the map at your 
leisure. In this mode you 
won't be bothered by 
enemy planes (or anything 
else for that matter) so 
take your time and 
familiarise yourself with 
terse) ee 
Eth ieee Le ee 
can get a idea of how each 
plane handles. 

While in the air, make a 
note of some of the more 








interesting landmarks. 
There's a farm to see and 
plenty of factories worth 
visiting (although you have 
Tomer Ts MEMS Ge meh ce 
Ae) eee ee 
Mount Rushmore also 
makes an appearance, 
although you have to opt 
for the ‘more complex 
map’ option to see this. 

As well as basic Free 
Flight, there are several 
sub-options: you can 
attack a bridge, or choose 
to overfly Rapid City 
amongst others - all 
without fear of danger. 


MISSION 
IMPOSSIBLE? 


Master the rudiments of 
lime Ue eects eh me 
dive head-first into the 
missions. There are 16 in 
all, and they must be 
completed in sequence - 
although any mission 
that’s aleady been 
successfully completed 
can be reflown at any time. 

Missions become more 
difficult as more targets 
ye] el=s: meee ete Me] es) 
spread out (increasing the 
mission time). Later 
targets must be destroyed 
in a set order AND within a 
Um 

A celU meer =iaie] duit Wile me mL) 
air is decided on the 
ground. Choosing the right 
plane is helpful (although 
not too important on the 
earlier missions), but 
arming it correctly is more 
important. The AUTO ARM 
Fetes mee (els ae Uae LemeL 
it's not always reliable - it's 
best to equip the plane by 
hand when preparing for 
Ems 
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DOGFIGHTING 


Air-to-air combat one of 
the game's toughest 
aspects as the enemy 
planes are almost too 
intelligent for their own 
good. The best tip is to try 
not to engage with an 


enemy plane in the first 
place - it's very dangerous 
and while victory is 
satisfying, it’s not 
significant to the mission. 
No missions actually ask 
you to go out and shoot 
down planes - the little 
blighters just crop up 
along the way. 


if you come into contact 
with a plane that’s spoiling 
for a fight at high altitude, 
a quick way out is to go 
into a high-velocity dive 
and fly away at low 
altitude - your adversary is 
unlikely follow suit. But if 
combat does ensue, here's 


what you are up against. 





























The Fi-11, like its real-life counterpart, is best- 
suited to long-range missions, thanks to its high 
capacity Tuel tanks. It's a good all-round ground 
strike plane, but not so hot when it comes to 
cogfighting. it's a large cumbersome beast, so high- 
G turns and fancy maneouvres are out of the 
question. 


The SAAB Viggen eats up fuel like it's going out of 
fashion, so long-range missions are unsuitable - 
unless you fancy making some visits to the, 
refuelling tanker. ad 


PLANE CHOICE 


There are seven aircraft at 
your disposal, but at first 
they all feel pretty much 
the same to fly. The 
differences in.ferformance 
only become apparent 
when you begin to attempt 
to complete missions. 
Technically speaking, each 
mission can be completed 
with any of the aircraft, but 
some are more suited to 
certain missions than 
others. Choosing the right 
plane makes the impen- 
ding mission a lot easier. 


The infamous F-15 Strike Eagle is the most 
maneouvrable plane at your command, and so is 
ideal for dogfights. It's fast, compat and a good 
bomber, so this is an ideal choice for most 
Misshons. 


The MiG 27 can't carry much fuel, so its best suited 
to the earlier (short range) missions. It's a nipply 
litthe beast that's ideal for air-to-air combat thanks 
to its high speed and tight turning circle. 
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The first mission is 
etcs-t[elatcie Mm Comms |:] ans) ela) ce) 
the swing of real ‘live’ 
combat. Just about any 
ECM eM Cm meee oe 
and AUTO ARM gives you 
a Suitable complement of 
weaponry. 

Once in the air, get the 
location of your target, and 
swing round onto an 
intercept course. Level 
out, trying to stay as low 
as possible. High flying 
ELGG: Tel tae iat lds deme ale ee | 
this early (and inexper- 
ienced) stage, you can do 
without any unnecessary 
disturbances. 

Keep an eye on the 
‘Range To Target’ indicator 
until you're within 20 miles, 
then punch up the 
Maverick AGM 65 Video 
Guided Missile. Slow down 
to a medium speed and, 
twee] ete eto a d= 
target through the cockpit, 
adjust your heading so 
that it's as close to the 
centre of your fixed 
crosshair as possible. Now 
Tole ele 

DON'T fire straight away. 
The Maverick is Video 
Guided so it relies on a 
constant signal transmit- 
ted from the aircraft to 
keep it locked onto its 
target. By firing too early 
Le] mea at ee) ee 
missile getting out of 
transmission range, losing 
its lock and flying off 
ULES ta a 
are within five miles of the 
target before letting fly. 

But even now your job 
lee Elsie mee elma: La 
ieee Le emi! 
the missile, as your first 
shot may miss. Instead, 
follow it through until it's 
close to the target, 
allowing yourself time for a 
second shot if necessary. 

As soon as the ‘Target 
Destroyed’ message 
appears, bring up the 
bearing back to home 
base and make your way 
ers eee i ele a are 
you're most likely to be 
intercepted by enemy jets, 
so set your radar at 
maximum range (25 miles) 
eR Cclcis Blue lce ellie 
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Lt 
LIGHTS 


These directions for a safe 
landing apply specifically 
CoM GMs] amet ile] a me eT 
they work for the others 
too - just replace the given 
headings and pos'tions 
with the ones relevant to 
your chosen mission. 

cL Melee] es) e) cer: Ted me aT) 
runway, use the exterior 
views to get a lie of the 
land and a better 
perspective of where you 
are in relation to the 
runway. If you do 
everything by the book, it 
should be at around 10 
o'clock (slightly_to your 
left). Bank round to bring 
youself to a heading of 000 
elete lcci ch uel tees ee mn amas) 
with the runway. 
The next thing to do is get 





your speed under control. 
Bring your thrust down to 
50 per cent and lock in the 
SUMS] esl tcl eM iP ati me-l lel 
your ascent. When your 
speed hits around 200 
knots, lower the landing 
gear and punch up one of 
the weapon systems, 
preferably the Cannon or 
Maverick - their aiming 
reticules are an aid to 
Tatts em em mar lala: WA 

OTM ema ele Cem Cem Ley 
fine corrections to your 
eis] te) (| ae] u terme] mes ac) 
Straight, knock the power 
back to around 20 per 
cent, and when your 
altitude reaches around 
100 feet, bring the nose up 
to soften the landing. At 
30 feet bring the nose up 
again and the plane 
satel e Mila mele ame em tals) 
runway without so much 
as a bump! 
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(Rainbird) 


Have you been spending sleepless nights while fast asleep? 
Here's Herman Serrano with a bottle of Night Nurse and 


some eee oe 


a 





oe 


HIS Dream isn't all a 

bed of roses — those 
flowers look innocent 
enough, but looks can be 
deceiving (just try walk- 
ing up to them). A pile of 
sticks lies conveniently 
nearby, and one of these 
comes in handy for beat- 
ing back the beligerent 
blooms. Don’t hang 
around or you end up in a 
world of bovver. J 


WEIRD DREAMS 





OW just a cotton-picking minute — your dream 

Starts here, and if you don't find a way out quickly, 
it ends here as well. Jump onto the Candy Floss stick as 
it moves from right to left to safely grab hold of it and 
get pulled out of the machine. 


PUZZLE with a sting in the tail. This large wasp 
guards the first of the five orbs. Drop a piece of the 
floss on the floor in front of him, and when he goes to 
take it, beat him off (the perfect object for this task is 
found nearby). Grab the orb and make your way back 
to the Hall Of Horrors. 




















yaa ann | PS 


AAH! Isn’t she sweet? She wants to play, and the only way you can get out of this 
alive is by humouring her. Position yourself so that your head is directly in line with 
the empty arch in the hedge. When she throws the ball, count five bounces before you 
crouch to catch it and throw it back. She throws the ball at you six times beforc she gets 
out a steak knife and comes at you. Wait for her to get close then throw the ball at her. 


be it et 


ms. cla ry oe Say cs ! 


sees ae a, 




















A Tis. room's all a mater of timing — why not take a 
running jump? 






we yo? your mother ever tell you mot to dance 

with strange women? Not much skill involved 

here — it's more luck than anything, but watch you 
don’t get caught out on a limb. 


























in for a shock if you try 

grab this eel at the 

wrong time. Go for it 
when it's not sparking. 





"A Jintors or not, you are 
0 














HIS is no puzzle — it’s 
a no-holds-barred 
punch-out! Try four long 
hits to start off with, then 
deck the muther with an 
up-and-down blow. WF 
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OLY Mackerel! Pick one of the fish from the sky (timing is the key) and use it to & 
batter the hopping rock men into submission. 








HIS big compler’s 

got no time for fishy 
stories. Deal with him in 
the same way you decked 
the wasp earlier. 


EEP hitting the sta- | 


ue until it breaks 
and releases an orb. 
Quickly grab it and exit 
via the most dangerous 
route possible. 


Ce 


4 ooo getting sticky 


v 


eh! Feed someone 
who's hungry to find the 
way out. 


NE thing about bats 

is, you never see 
many of them in broad 
daylight. So why not try 
finding a source of light 
to see them off? 


Coy COE] 


AAS 


point the way . 
VER get the feeling 
you're being watch- 
ed? They say that fish is 
good for the brain... 


IERCE he may be, but 

this chicken isn’t so 
hot when it comes to 
flying. Try a Tarzan im- 
personation with some 
alternative vines to get 
through safely. 


LTHOUGH ssi look perfectly innocent, these 
doors are ravenous beasts. Better let Grandad 
























to join? 
+ Bi-monthly Buyer's Guide each with details of 40 games. 
| * Membership card, Release Schedule and a 
| folder for the Buyer's Guides. 
+ 24-hour despatch of stock items. Most lines | 
in stock. 
+ Games sent individually by fst class post. 
Most fit through your letter-box. 
+ #-day hotline, until 8pm weekdays, 10 to 5.30 
Saturdays, 11 to 5 Sundays. 
+ Written notification of delays and instant 
refunds on request. 
+ No commitment, no obligation to buy anything 
and no “minimum purchase”. 
- The best games, carefully selected, 
available at extraordinary prices. 


All for just 5 OO 


We're miles cheaper than elsewhere. Below are 
a selection of offers at prices you might not 
believe. You can buy games at the same time 
as joining - or join now and select from our full 
catalogue. All items advertised are only for 
sale to members and are subject to availability. 
Note: Upgrade to Official Secrets is offered to 
members of Special Aeserve 


16 Bit Software 








AMIGA ST IBM AMIGA ST 
| ALTERED BEAST 15.98...12.99 F16 COMBAT PILOT... 15,98... 15000 | 
| AMERICAN BCE HOCKEY 15.99...15.99 16.99 FIaFALOON ..... 18.40... 15.49 
AQUAVENTUFA 16.58... 19.99 . FI6FALCON MISSION DISK ...9.99 9-99. 
ARATHLUA (INFOCOM) 16.40 19.99 FRO RETALIATOR ..................1849..1649 
BAAL 699 ..6.99 1499 FEDOF FREE TRADERS 19.40. 19.49 
BALANCE OF POAWER 1990 ...15-90...16.99 16.99 ERIRARIFORMULA? ................. 16.49 
BALLISTIX 69 ..6.99 15.49 FIENDISH FREDDIE’S BIG TOP18.49.. 18.49 
BANGKOK KNIGHTS 15.90...19.40 FIFTH GEAR 18.40. 15.49 | 
‘BARBARIAN 2 (PALACE) 18.49...15.49 16.99 FISHIIMAG SCROLLS) .........19.99.. 19.99 
BARBARIAN 2 |PSYGNOSIS). 1499.14.99 FLASH DAAGON 13.49. 12.49 
BATMAN CAPED CRUSADER 15.49...12.99 13.99 FLYING SHARK eT 
BATMAN THE MOVIE 15-99.,.16.99 FOOTBALL MANAGER 2 640 849. 
BATTLE SQUADRON 1594 FIM 2 EXPANSION KIT ee ee 
BATTLECHESS 1059...16.49 17.49 FUTURE WARS 64 EAD 
BATTLETECH (INFOCOM} 16.49...1649 17.49 GAUNTLET? cece TE... 19 
BEACH VOLLE¥ 15-99...12.99 GHOSTBUSTERS 2? oo... 1B... 1649 
BLADE WARRIOR 15.99...15.99 16.99 GRIDIRON (U.S FOOTBALL) ...14.99...14.99 . 
BLOOD MONEY... 14.49...14.49 16.49 GUNSHIP .18.58)...15.49 
BLOODOWYCH . 15.49...15.49 16.49 HARD DRIVIN 12.90...12.99 
BLOOOWYCH DATA DISK.......9.99 ..9.99 HELLFIRE ATTACK 9.49 ...9.49 
BOMBER 0.0... cece TD... 1849 2149 «HEWSON PREMIER VOL 16.00...16,99 
(CABAL oo. cccecsscersicceegecerssae TOMO. 10 HEWSON PREMIER VOL? ......1749...17.49 
CARTHAGE ............. 15.49.,.15.49 HILLSFAR (SSI) PAS...17.49 
CASTLE WARRIOR 15.49.,.12.99 HIT CESKS VOLUME 2 ve 49 ...0.49 
CHAMBERS OF SHAOLIN 14.99.1249 HITGH HIKERS GUIDE ......................9.99 
CHAMPIONSHIP BASEBALL ...9.99 ..649 4.99 HONDA AVF 750 cose B88... 1 545 
CHAMPIONSHIP BASKETBALL 5.99 ...9.99 HOSTAGES ve AO ...B48 
CHAMP FOOTBALL USA) ....4.99 499 5.99 HOUND OF SHADOW 16.94)...16.99 
CHAOS STRIKES BACK ..................1249 ....... HY BAIS BB cc ccceces: 
INDIANA JONES (ACTION 11.98...11.99 
i 2 INDIANA JONES (ADV 16.94)...14.99 
iO) ha Cie’ INFESTATION 14.99...14.99 
INTERPHASE .......... 16.99...15.99 
a CL IRON LORD ......... vo 49... 16.49 
Di-7/ 8] BRB) T~) 8 JACK NICKLAUS GOLF 15.99 
Se JINXTER (MAG SCAQLLS)......13.99...19,.99 
CHASE HQ ooo... vee 1.98... xen JOURNEY (INFOGOM). veered 
CHESSMASTER 2000 16.49.0649 1649 JUG ....... ceeeee 11.99...11,99 
CHROMO QUEST 949 949 KIGK OFF .... 1199 ...11.98 
COLLOSUS CHESS x 18.49, 15.49 KICK OFF EXPANSION DISK 7.49 . 7.49 
COMPLICT EVAQPE 16.49.1649 1749 KILLING GAME SHOW. .0......1249...1249 _.. 
CONTINENTAL CIRGLIS 12.99...12.99 KIND WORDS 2.0 (WP) 0... 
CORAUPTION (MSCAOLLS)...19.99...19.99 16.99 KING OFGHIGAGO ...............849........... 
DAMOCLES 15.49... 15.49 KINGS QUEST 1,283 .........2149...22.40 
DEFENDER OF THE CROWN ...6.49 | .@49 KINGS QUEST 4 (SIERRA; 214 
| DEJA VU 12.49 ...4.99 KNIGHT ORC (LEVEL 9) 68 
DEJA VU2 ....... 15.99...1599 1649 KNIGHTFORCE 1449, 14.98 
QDELUME PAINT ill ................89.40....00.-0.... KRISTAL 999,..17.40 ., 
DEMONS TOMA 12.00...12.99 1640 KLALT oad 8a 
| ORAGOW SPIRIT oo 13-90..1299 1699 LEATHER GODDE SSEGIINFOCOM) 4.08 


DRAGONS LAIR (1 MEG) es LEATHEANECES.. 649 6.49 


}ORAGONS OF FLAME (S50) 17.49.1749 18.49 LEGEND OF THE SWORD 5.90 
DRAKKHENM in Ee. 16.98 17.99 LERURE SUIT LAAAY 2 16.9%, 115 ie 
DUNGEON MASTER 1548.15.48 168.99 LEONARD 11.99... 17 om 
DUNGEON MASTER EDITOR 7.49 ..7.45 ...... LIGHT FORCE (COMP) 15.98 ,..15.98 ,. 
O¥MAMITE Cou Se 1a LIVERPOOL ...... : 11.99 ... 17 

| ELIMINATOR oo. LOMBARD AAC AALLY .........14.99..14.99 

| ELITE 13.49...15.49 16.49 LOROS OF THE RISING SUN 18.49........ 

| EMPEROR OF THE MINES......15.49...15.49 MENACE ..... 99.699 

MICROPROSE SOCCER.. 15 99.15.59 


EYE OF HORUS 15.99...15.99 16.96 
To order please wri 





Or der Fi OFT Non-members please add the membership tee 
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: Name ‘ 
Address a See 
Post Code Phone No. 
Computer "5.25°/°3.5"/"3.0"/" TAPE 


P.O. Box 847, Harlow, CM21 9PH 


Special Reserve and Official Secrets are trading names of Inter-Mediates Lid 
Reg. Office: 2 South Block, The Maltings, Sawbridgeworth, Hearts CM21 SPG. 
Registered in kit Number 2054713. VAT rag. no. 424 8532 51 


' Payable to: Special Reserve or Official Secrets 


Can you 
afford not 




















@, or complete the coupon, or TetaannOTVe Us us on 0279 600204. Please note that there is a surcharge of 50o per game for ore 
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For the Of fi cial 


serious 





Members of Official Secrets get all the benefits of 


Special Reserve plus: 


Larry, The Russians, Elvira..... 
» Myth. 


and is included in the price of membership. 


solve most problems on most adventures. 


adventure or a Surprise Alternative 
Annual UK Membership costs 


membership of Special Reserve. 


IBM Hl / good fun! If you liked Fish! you'll probably like this, 
. Fi | because they're very similar in style: you may even 
1499 Pa * 
“I H | prefer Myth, it's that good!" 
E | te 
“? ona Amiga Format 
‘sa | | "Myth is destined to become a classic." 
we Crash Magazine SMASH 91% 
i Myth Reviews 
8.49 ae : 
6.49 Commodore User 90%, Amiga Format 87%, TGM 85% 
“19.48 AMIGA ST IBM AMIGA ST IBM 
o3.47 MILENNIUM 2.2 .......... 16.99...15.99 16.99 SPACE ACE 27.49...27.40 ... 
MP HIELI ......0...ccccscrecseceerene TOD... 15.09 ..., SPACE QUEST 3 (SIERRA) 19.49 11.40 
MEBULUS ooo Oe 68... «© SPEEDEALL 15.49...16.49 . 5.99 
NEUROMANCER ooo IBQQ ee = SPHERICAL 12.99...12.99 13.40 
oe NEVER MIND ....... eee 1 2M9...12.49 15.49 STAR WARS TRILOGY 15.99...15.90 000... 
ig4906C NIGEL MANSELLS GIPAIX ......4.99 ..4.99 STAAGLIDER 649 ..6.40 ! 
OPERATION WOLF ..............15.99,..12.99 STAAGLIDER 2 19.99..15.40 22.49 
PACLAND ........c.00c00 veces. 17 89 STATIONFALL (INFOCOM) .. A 88.809 
FY PACMAMIA ........... cereeeree® 9 ...5.99 STEVE DAVIS SNOOKER 12.40.1240 00... 
gap PAPERBOY.......... one 1299,..1299 16.99  STORMLOAD 15.40...15.49 .. 
i749 «PAWN(MAGSCROLLS) 19.99.1399 1599 STRIDE 19.49...13.49 : 
ay Aina NOHTMARE .18.99,,.18.99 2059 STRIKE FORCE HAARIER 5.49 ..5.49 ...6.50 
16.45 H 1 uige ke eotserss i NBO ogress i pitps tes STAYS 12.48. 1248 a. 
20.4906 PLAYER MANAGER ............... 12.99...12.09 ......... STUNT GAR RACER 15.99...15.60 16.49 | 
eoce quea 1 naan .15.99...15.99 1699 SUPER IHANG ON A.49 
Li UEST 2 (SIEAAA)...............1649 19.99 SUPER WONDERBOY ..... 15.99... 12.59 
17.49 POPULOUS 16.49...16.49 17.49 SWORD OF SODAN .. 13.99 
i749 POPULOUS PROMISED LANDS...7.99 ...7.00 799 TEENAGE QUEEN .......... eG O BAD... OLag 
15.99 POWER DRIFT 18.90...13.49 0... TESTORIVE 000. AD .. 998 
19.99 POWERDROME 16,48 TETRIS ..... veh 48 .,.649 
_... PRECIOUS METAL .. 15.49... 15.49 THE NEW ZEALAND STORY ..15.99...1299 . 
16.49 PREDATOR............. 5 THE STORY SO FAR VOL. 3 ...12.09...12.99 ...... 
PROTEST Wi PROCESSOR B49 A? THREE STOMNGES ........0c0000 Mecsas cisaretia 74g 
PUBLISHERS CHOICE 1 MEG 66.49, ..... THUNDERBIRDS ooo... BD 
ee PURPLE SATURN DAY 74a ..849 ..949 TIE BANDIT ............... eee. BO... 
7490 QUARTERBACK 000.0... 1299.12.99 1649 TIMES OF LORE occ. ccccccccssese 16.49 ...9.99 
2349 «A-TYPE .... 149 ...699 TRIAD VOL. 1 (COMPILATION) 9.49 ..9.49 
i2o906CU RALLY CAOSS CHALL ENGE 12.99 1259 1649 TRIAD VOL, 2 (COMPILATION) 14.09 14.99 
79906 REAL GHOSTBUSTERS .........8.49 ...7.49 T¥ SPORTS FOOTBALL (USA) 19.49...15.49 
159906 RED LIGHTNING (S5))...........99-99..1999 21.49 ULTIMA IV 16.49 vec TPAD 
RED STORM RISING .... ; 16.49 1199 UNINVITED 1249 6.99... 
g.49 060 FICK DANGEROUS 1549 1549 990 UNTOUCHABLES 18.90..13.99 
999 ROBOCOP .. cee 1 5,49...12.99 1399 VETTE (CORVETTE) 149 ...........16.99 
AQCKET RANGER .. eieaeeees SLB... 15M A... WIRUS 17249 695 16.95 
449 SCAPEGHOST (LEVEL 9) .....12.49...1249 12.99 VIXEN 449 .4.459 .4.45 
eeag «= SCRABBLE DE LUNE 000.0000..0902 08 0000.18 | WR Ib) MIDOLE EARTH 15.49...15.489 16,46 
SHADOW OF THE BEAST ......19.99..19.99 ....... WATERLOO 18.99...15.99 16.99 
SHADOWGATE ooo. TD Pa. | WAYNE GRET2KY HOCKEY ...15.99...15.99 ..... 
16.49 0©| | SHINOIBI coo 12.98...12.99 1649 WHO FR ROGER RABBIT 949 49.99 
1590 a SHOGLIN (INFOCOM) 8.50 .. 19.58 XENOMORPH ; 16.49...15.49 
SHOOT EM-UP CONSTR RIT 16.48. 1849... ZENON iil, MEGABLAST 16.49...15.49 16.49 
i499 SILKWORM 12.90...1280 0... ENOPHOBE........ a h99,..15,.99 16.49 
999 SIMCITY 1749 1 = ZORK ZERO [INFOCOM) 19.49 19.99 


rs place 


Special Reserve membership £5 UK, £6 EEC ae ea 
or a had 

Official Secrets membership £22 UK, £25 EEC or £30 World 

with Gnome Ranger and Myth ‘ahi er with Surprise Alternative and Myth [|] 

ltem ONE 


ltem 


i Te: 


Credit card expiry date _ 


“GHEGUE* POSTAL ORDER ACCESS VISA 
{including Connect, Mastercard and Eurocard) 
* Delete where applicable 


fin 


Lee ee ee eee eee ee ee ee ee ST PS PTT EE 


TOTAL 





Overseas orders must be paid by credit card 
Prices include UK Postage and Packing 
EEC orders please add (Op per item 
World orders seers add £1.50 per item 


* Confidential. Our 32 page bi-monthly magazine is 
essential reading for those interested in adventures or 
role playing games. Written by experts, Confidential 
has covered everything from How to Host a Murder to 
Which F16 Flight Simulator? Our agents, led by the 
Master Spy known as "The Boss Upstairs", seek out the 
secrets of RPG's, FAP's, MUG's, PBM's, Leisure Suit 


Written by Magnetic Scrolls, authors of The 
Pawn, exclusively for members of Official Secrets. 
Myth is a small adventure set in Ancient Greece. In it 

you'll meet The Ferryman, cheat Death and face 
the nine-headed Hydra. Myth includes the 
famous Magnetic Scrolls parser and graphics 


- Help-Line. Manned weekdays until 8pm 
bi and Sundays. The Help-Line can help you 


- Gnome Aanger. Level 9's brilliant 3-part 


E22 OO inciuding Six 


issues of Confidential, Myth, the Help-Line, Gnome Ranger and 


Myth Quotes 


"An excellent adventure... witty, cunning and just plain | 
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1 UPPER PARK STREET, HOLYHEAD 

GWYNEDD LL65 1HA 
IMMEDIATE DELIVERY OF STOCK ITEMS BY 1ST CLASS POST 

24HR HOTLINE 0407 50609 NEW TITLES SENT ON DAY OF RELEASE 












































AMIGA ST Pt AMIGA ST PL 
APH ; 1.58 17 LORDS OF THE RISING SLM 19.50 ; 
ACTION FIGHT 1.6 1s M1 TANK PLATOON, : | 8 
ALTERED BEAST 1B Gm C- MICROPROSE SOCCER 5 1h a 
ARCHIPELAGO 155 1605 19) MILLEMMUIN 3.7 OS 1 es 
ASTARCTH bs 6S 68 MAHELI is is 
BALANCE OF POWER 1950 5 1 16 NAVY MOVES: i 78 
BALLISTIE 0. Ss 25 bs NEVER MIND 75 1. es 
BANGKCM KNIGHTS iB um OC NEW FEALAND STORY ia aA FC: 
BATMAN 16.65 1375 - NORTH AND SOUTH 16.8 eB 
BATMAN THE MIVVIE 166 1h (CHL UMAPE FLO 5 1h 1 
BATTLEHAWES 1547 15 1S 1 ONSLALIGHT 166 6 C- 
BEACH WOLLEY 166 Wm - iD07E tS Us ws 
BNO CHALLENGE 166 15 OPERATION THUNDERBOLT ne 
BLACK CAULDRON 1.5 16 168 OPERATION WAOL! 55 125 175 
BLADE WARRIOA bs 6H 18 OUTLANCIS Ws Wn 
BLASTERS hs BS 1s P GASCOIGME SOCCER... BS 6 6S 
BLOODWYCH 1 1 1h PACMANIA 1B WAC 
BLOOD MONEY... 16.6 16.5 PAPERBOY ...... ii Ee ts 
BRIDGE PLAYER 7150 a 1990 19.90 PASSING SHOT A WAC 
SUPRALO BILL'S AODEO 15 185 16 PHOAIA 1B WC: 
CABAL ; BHA PRATES. te - 
CALIFORMLA GAMES 1.5 GA 1 PLAYER MANAGER 1.6 WC 
CARRIER CCM MAND 16.85 1685 16 POOL OF RACWANCE ‘ . 90 
(CASTLE WARPAOIA Cs he - POPULOUS....... bE HE hE 
CHARIITS OOF WRATH Es 1.8 POPULOUSPROMISEDLANDS..... €0 G0 - 
CHESSMASTER 7100 bE BE 1s POWER CME 1. 
CHICAGO 90 zs 5 0 1 POWER ORT 6 15 he 
COLOSSUS CHESS 10 1.6 66 1s PREOIOUS METAL 1.6 He C- 
COMMANDO... 1275 11.75 PREDATOR ....... 16.85 1685 
CONFLICT IM EUROPE .. 16.5 1605 16.8 PREMIER COLLECTION... 1 moO 
CONTINENTAL CIRCLIS: ih WA - PAO TENNIS TOUR 1655 1h DES 
COSMIC PIRATES... Cz We C- QUAATE.. 68 we. 
(CRAZY CARS 2... 16 1 16 ATW S 16.6 1275 
CURGE OF THE AZURE BONDS : - 1 RAINBOW WARAIIA 16.8 1h 
DAILY DOWELE HORSE RAC HS OA 1 RED HEAT. r 1 a 
DAR FLIS@CIM 1h 1m RED) LitsH NING Bs ae 
DAY GF THE VIPERA 1 161.8 RENEGADE 3. “6B eC: 
DEBLIT 1650 16.5 RICK DAMGEROLIS . 1655 1605 1605 
DEJAVU? 1650 16.85 RISK 10.75 1.75 16.85 
DeMON'S TOME a0 15 ROBOCOP... 66 115 iF 
DOMINATOR, Ge UA FLING WE 16.6 eG - 
DOWBLE DRAGON 13.90 175 1685 ALIN THE GALINTLET 1.6 1% 
DRAGON NUMA 5 115 Bi ie is 2s 
AAGON SPIRIT Ge 15 SCRABBLE DELIKE.... . EA TA 2B 
DA DOW'S Reve heiae 1S 6h 1 SHADOW OF THE BEAST Mes: : 
DUNGEQAIMASTER i 46 SHINOBIL............... WE 
DVMAMITE OUR tn 1m OC SHOOT El UP CONS KIT 19.0 Te 
ELITE 4 16.5 1S 1 SHUPRFLEPUCK CAFE 5 We 
EMPEROACIE THE MINES is Ge SILPHEED 1 Ta 
EYE OF HOALS 16.55 De 19.00 SLBPRING GODS LIE 16.5 168 
PISS TRIKE EAGLE 2 . 19.90 SPACE HARRIER 12 16 as 
FIR COMBAT ALOT 16s MS 1S STARGLIDER ? ts 18 Me 
FibFALCOM 19.50 1h 2 STAR BLAZE WA un C- 
PIG PALCON MS SOM DESK... HA We : STAR WARS TROL... 16.5 16 
FIO STEALTH FPGHTER.... 685 6B Ae STEIGAR Hh i 
FEAR ARI FORMULA 1 1. 0 STEVE DAVIS SNOOGER 1B Ws 
REMOISH FRED'S BIG TOP. ae oC STORY 90 FAA WOL 14. hs be - 
AIGHTER BOMEEA Be ba STRIDER 1685 13.75 1685 
ROAGOTTEN WORLDS 1.5 Wh Wh STRYK..... 1A GA: 
PUTURE WARS bs ese: STUNTCAR tees 1S es 
G. LINEKER'S HOTSHOT WA 18 SUPERLEAGUIE SOC OER 16.6 6s 
GAMES SUMMEREDITION 75 11% SUPER QUINTET is 6s 
GEMINI WING... BB 15 SW O05 GF TWILIGHT. a) oe : 
GRIDNROM 6s iB TAME ATTACK, es 1 
GUMSHIP...... bE UB 2s TARGHAN.... 16.85 1605 16.85 
HAT. Ha aun FS: TEST DRIVE 2. . 6 6 be 
HAWKE YE aA an SC: THREE D POO. 1. a 
HEROES OF THE LANCE 1655 16.85 1685 THUMIDER RAD S 1.6 es 
HIGHWAY PATAQM _... 26 is Ws THUMIDEABLADE .. te 
HIGH STEEI 1.5 aC THUNDERCHIOPPER aaa 16.85 
HILLSFAR 1655 1605 hs TIME i. oC 
HONDA AVF bs as TIMES OF LORE 16 ts 
HUMAN RULING MACHINE A 1 a TA TH VE 11.8 he 
INDY LAS CAUSAL 15 WA TA TOOBIN 1.5 is 
INFESTATION 1.6 6s ee ts ke 
INTERPHASE 16. 1685 TRI PURSUIT) TP NEW BEG 4% 25 
IRON TRACKER 1.75 75 TW SPORTS ROOT BALL 1.0 1655 
IWANHE 1 sO UATOUCHABLES.. 1.6 6S 6 
JAWS... me A U5 2s VIGILANTE 1s 0s 
K. GALGLISH SOC MANAGER We an CC WOVAGER us 15 
KICK OFF 16 25 WARN MIDDLE EARTH veeeee QTE W275 15 
KHIGHTRORCE 1655 1665 15 WATERL OM... 2 : oe 1 6B 1 
KAYSTAL 40 1. GM WAYNE GRETZRY HOCKEY 1.6 19.90 
KULT 25 1.5 65 WECLE MANS 4B 18 C- 
LASER SOWIAD 8 WEIRD DREAMS 16.85 165 1605 
LAST NINJA 16.55 16.05 165 WICKED 4B 15 
LEG STOAM.. 1.5 Wh TENCMAORIPH bE GiB - 
LEISURE SUIT LARRY 2 40 9.50 mM XENOM 7 MEGABLAST 1 1 
LICENCE TOIL. Gh 1.5 65 XENOPHORE is 6h 
LIGHTROACE 1.6 6s C- xYBOTS 5 25 
LOMBAAD RAC RALLY EE bs HS CAR McKHACKEN 1. 1 1 





UK+BFPO FREE. ELSEWHERE £2.00 PER GAME FOR AIRMAIL 
PLEASE MAKE CHEQUE/PO PAYABLE TO KEY SOFTWARE 


ORDER FORM (PLEASE PRINT) 
| GAME 
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M ost advertisements are legal, decent, honest and truthful. A few are 


& 





not, and, like you, we want them stopped. 
If you would like to Know more about how to make complaints, 
please send for our booklet: ‘The Do's and Don'ts of Complaining. It’s 


free, 


The Advertising Standards Authority. 


We're here to put it right. 


ASA Lid., beg. 7, Brook House, Torrington Place, London WCIE 7HIS 


This space ts donated in the interests of high standards of advertising 


31/2" DISKS 


EVEN BETTER DISKS — EVEN LOWER PRICES 


10 X 35 DS/DD b....osesssosese00-0e8B,50 
95 X 31/5 DS/DD ....rescoveeeseeee£19.00 
20 X 31/5 DS/DD .....e.ssveeessee£37.00 
100 X 3f/g DS/DD «0.1.0.0 £66. 
250 X 31/5 DS/DD.........-+-..£160.00 
500 X 3"p DS/DD o..............£299.00 


1000 X 34/5 DS/DD.............£575.00 


Ordering 100 disks or less? 
Use our credit card hotline. 
Access - 0742 726485 - Visa 

AMIGA MEMORY 

0.5 MB NO CLOCK.......................£75 
0.5 MB WITH GLOCK....................£89 
AMIGA EXTERNAL DRIVE ...........£79 
ATARI EXTERNAL DRIVE.............£84 


WE ONLY USE SONY DISKS. LIFETIME GUARANTEE. 50 AND 100 DISKS SENT 3 DAYS 
DELIVERY. ALL OTHER ITEMS SENT NEXT DAY. FULL MONEY BACK GUARANTEE. SAME DAY 


DESPATCH. CHEQUES POs TO 


HARDWARE DISTRIBUTION (dept THO15) 
19 DIVISION STREET SHEFFIELD, $1 4GE 


0742 726485 


























ainbow Arts 






‘provides the 
rock. And Gor- 
don Houghton lets 
the good times roll. 


t's a lonely life for a lost football. 
Someone has plonked you deep 
inside a vast complex of mazes, 
vents, traps, doors and holes, 
3 and it’s up to you to get out on 
your own. Being kicked around a park 
for 90 minutes was never this bad. 

Things aren't so terrible, though. 
Even if there are 32 huge levels ahead, 
packed with more danger than a pair 
of spiky footy boots, there's an unli- 
mited time limit, and there are plenty 
of items lying around to help you get 
out. Even if you get deflated by falling 
off the landscape, some kind soul will 
come along and blow up your bladder 
again. 





= 
j 
t 
= 


EY level has its own tune (selected from a 
f.repertoire of half a dozen) played by this 
rock 'n’ roll crew of green blobs. At the start of 
the game they make their only on-screen 
appearance, playing a five-minute number that 
could kindly be called ‘OK’. 





~~” begin with three lives, which are best 
preserved by not getting crushed by bar- 


Ov of the better ways to travel is by air riers, shocked by force fields, blasted by explo- 
Fyent: flick the right switch, and it sucks SC Ll EE) sions or burned by acid. 
you to the next area within a level. There are a | ine Le eteeale evil Be an 


also plenty of transporters around which do 
the same job — but they're less fun. 


‘ 
i | 
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iii 


Pi 
=... 2. 


HEPES Ter] at rude h 





Pr" ollect pick-axes (theres are plenty of cheap 
Cole s lying around) to ‘axe ' through holes. 
bf you should fall, make sure you've got a 
parachute, or it’s Goodnight Mr Football. 








Fa 


ANO 4HL 















































green keys. 


ollect the eyes lurking around the maze 

and you build up a handy map. On the first 
level it's a bit crude, but with 15-20 icons in the 
bag you can start to plot the best routes and 
discover unexplored territory. 


06 


Te quest for keys is what the game's about, 
but you have to be careful to use them at 


the right time or you could be stuck in an area 
from which you can't escape. And remember — 
some kinds of barrier can be broken if you ee 
charge at therm... Sb Sah ea aed ica achat 


pRITttii lt Rees 


lant tdeniiitidnat iabbinetiuaaddisiit 


ee 


bound to be trouble ahead. 





ombs are few and far between, but always handy. There's one at the start of the second 
level: plant it in the floor recess and stand well back for an explosion that frees those two 











sap tandee inne oun ju tomtom 


H 
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hew! That's the first one over with. Unfor- 
tunately, they get a lot harder the further 
you progress - and with 3! still to go, there's 








You need balls as well 
as brains to complete 
Rock 'n' Roll. It's not the 
most brain-taxing 
game in the world, but 
it does mean taking a few risks just 
when you can't find a way out of the 
maze — and this adds to its already 
strong appeal as a varied puzzle game. 
As well as all the items to collect, 
modes of transport and keys to find, 
the landscapes are broken up by hills, 
ice patches, explosions, acid, one-way 
arrows and cracked tiles. And those 
are just the things you can see — there 
are also hidden bonus corridors and 
invisible secret passageways. One of 
the best features is the smooth eight- 
way parallax scrolling, but it's the 
puzzle element on which it stands or 
falls, and Rock ‘'n' Roll has plenty of 
puzzles and 32 huge levels to get 
through. There are only two things 
which stop it from being great: a lack 
of a password system and a time limit. 
As it is, it's too easy to complete levels 
because there's nothing to make you 
hurry into a mistake, and completing 
the same level over and over again 
loses its appeal after a while. Even so, 
take a look — there's plenty in there for 
any puzzle game fan. 


PRICE £19.99 
RELEASE DATE Out Now 
GRAPHICS 80% 
SOUND T6% 
PLAYABILITY BB% 
VALUE T5%o 


OVERALL 80% 


The same game with 

the same name should 

be out as you read this. 

But don't expect any 

major changes, because 
there won't be any. 


Sorry, PC people: Her- 
cules, Tandy, CGA, EGA 
and VGA won't be sup- 


ported... quite simply 

because MS-DOS 
doesn't figure in Rainbow Arts" equa- 
tion. 














ae eon as. oe x; ‘f corners} 5. 
The: place, isa be 2 ast of 05 uf) 
-inethe: prownece. of Moldayia, Ranged 4 
Scheie barren Pratzen. heighps, are 
the forces’of the Austro—Russian army” - 
Facing them, bérween. Santon’ Al and” 
~ the: River Bosenitz is Napoleon's aE 
_ Armée. The ‘greatest: battle ever to. bes 
~ fought by: Frattce’s, L ttle, Coe is 
about to begin. - 
Using a ubigué sigstand develo 
_ Dr. Peter Turcany AUSTBREITZ 
_ you -the > Opportunity | RO relive 1 












































battle. The. battlefield 1 18 rcf 

“your: serecr in ineredible 3 Ty 

_ You can actually observe: ur troops as- 
They move and: re t eae "2 
ee ek y ee ea 





ie 
koe “A at the, 
relayed | mess " Ot course, 
orders might bet reinterpret i ignore: sae 
or even. fail.to ger to. the ir anticipate re 
© destination, and even if they do arrive, 
oir all takes time = exactly the sort. ee 
“problems. faced: by” Napoleon: and the 
‘Russian’ Cear “Alexander, on ‘thar cold d 
-winterday. geri ary o bed aa nase tia 


Play AUSTERLITZ, babel: the 


challenge that gives you: hid ior le 
hi tiie eee ree, 
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-_s ! , = =~ 13 Mansfield Road, Nottingham, England NG1 3FB 
S ul pe rvision iE | ect ronics seshahes (0602) 475151 @ Fax. (0602) 475353 
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PC Engine PAL Version works with any TV 
With One fre@ GAME.......sss0ssssesesseesseok 199,00 


PC Engine Scart Version with one free 
CLEIFIG -ssccaiorssonssoonsreriaenissnndeT OQniagua ERAN: 


Latest PC Engine Software 

Dragon Fighter Doroeman 
Digital Champ Japan Warrior 
Break In Energy 

Rock On Ordyne 


Pacland S nino bi LATE S T SERED SR SSRSS SRSA Seats edad etet eee eet ee | 
Bloody Wolf Tiger Heli 3 | 
ee NINTENDO cages ad Pot Order ad 


General Momo 


CD-Rom Software 











Suppliers of PC Engine, Sega and Nintendo Hardware and Software 









LATEST ACCESSORIES 
S EG A PC Engine Accessories 


Turbo Joycard Turbo Joystick 


M EGADRIVE 5 Users Spiritor 3 Users Spiritor 
SOFTWARE AV Booster 5-Speed Knobs 


Rambo III Queen of Peacocks | 2°94 Megadrive Accessories 


Mr Kamasu Forgotten Worlds Super Joycard 
Super Masters Golf Tetris Super Joystick 
Super M-P North Star 

| Alex Kidd Il Ghouls ‘n’ Ghosts 


PC ENGINE 





DECEMBER 1989 




































S 0 FTWAR E payable to: 
Robocop Super Mario Bros Ill SU PERVISION 
























| Street Fighter Space Adventure | Seki i OF Rage tho.) ELECTRONICS 
Altered Beast Wonder Boy III Strider Grudius || | Siac ieaateaeeetay Cad? C9 
Fantasm Soldier Mappy For software add £1.50 to £2.50 for P&P o 
HAVE YOU GOT. 
AVAILABLE SOON 
ON ATARI ST 
ell aie Z 
yy Oa \/ LL 
IRWIN HOUSE, 118 SOUTHWARK STREET, LONDON SE1 oSW Eo 


TEL: 01-928 1454 FAX: 01-583 3494 
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“t \ ye ps oy e 
: af ses ¥") ee 3 
= COMMODORE AMIGA SOFTWARE Commodore A5o0 CMOS Fa Chips % 16 (2048/3 Mb)........£199 45: “ 
=! ATARI ST EDITORS Xenon Il Megablast (Image Works)... 64S | Extemal Floppy Disk Drive... cccccsssscsnseceesneceescneeeenneees £74.45 : 
a ] 5 78 Pw Batman: Tha Mowe (QOoeanp oo... Se eerste erie £15.75 Commodore ASO 512408 MR IM Exp Sopa Keen ES SS BEES Pris eeRnrae abtaaE £117.45 a 
i f ile Ae to a Shen Ie | Shadow Of the Beast (Psygnosis)...o ccna £21.95 | Commodore RAM Expansion... sores OLA oe 
: F-16 Combat cameron The Desontage Wa). 89848 | MINED na co 
os | Blade Warrior (image eee sae eM as SIR i nachos eidion gather £16.45 = 
ws Edits: The Untouchables (Ocean)... Dttitji=—VWitwt1i 1645 | BREET on 
of Pilot's Name Cabal (Ocean)... TT aE Chaos Strikes Back (FTL .. £12.99 
nt Pilot's Callsign Stryx (Payclanse) ... Nise socials beta seixtirintieee ee Wee Xenon Il Megablast (image Works) ... £15.45 a: 
: * Squadron Swords Of Twilight (Electronic Arts). pices urea chen aa sere romaa £16.45 | gatman: Tha Movie (Ocean) .. £19.95 
os * Rating Dynamic Debugger (Image Works).............0.ccccccesescsenetseeneens £1645 | Eilts Editor (Xenon Technology) .. £9.95 se 
“1 “Hours & Kills Interphase (Wrage WOKS) 0.2... sees eeceseeenneeees Bee £16.45 | Blade Warrior (image Works)... “oo cbee thle eseceelccieiecesapc aie oe 
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HECK the blueprint map as soon as you enter a new level or Kaf-E may blunder into 


Sawa trap set near the left 


before you can stop her. Spend some time studying the map, 


scrolling around it to take in as much detail as possible (the best time to do this is at the 
start of a level, when things aren't too heavy) and map out a route for her to follow 


before opening any doors 
and letting her wander 
about. Things to take in- 
to consideration are: 

@ The positions of doors 
~ where Kaf-E is likely to 
stop (or be forced to 
stop) moving. 

@ Locations of robots and 
turntables - where they 
are going to move, and 
which way they will turn 
when they reach a junc- 


security cameras - any- 
thing that is likely to trig- 
ger a robot. 






i O* the first level, 

don't try to pick off 
the fighter planes one by 
one = it’s a waste of time 
and effort as new ones 
are constantly being gen- 
erated. Destroy the 
genertor first and then 
mop up any of the stray 
planes. You then have a 
couple of easy minutes 
until the generator reap- 
pears. 





A or later levels, try to keep at least one of the eight 


levels/stories free of aliens, as you can use it as a 
kind of ‘safe house’ for when you need to read 
messages or check the map. 


LY under red bridges to gain energy — about eight 

passes are enough to fully recharge an exhausted 
supply. As each level is wraparound, you don't need to 
turn to go through again — just keep flying straight on 
and the bridge reappears directly ahead. But beware: 
scrape any of the walls as you go through and you suffer 
a massive energy loss. 
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-$D POOL 


(Firebird) 


MPROVING your game only comes through practice. 

‘Solving’ the 19 trick shots on the other hand requires 
a keen eye, a sharp mind and a steady hand, Anyone 
incapable of finding the correct table orientation, shot 
strength and spin can cheat and use the following ‘co- 
ordinates’ for each shot... 

The numbers shown when playing a trick shot are for 
eference, so once you complete a shot, you can write 
down in shorthand exactly how you did it. The first 
four numbers refer to the rotation of the table, the 
next three its tilt. The following pair represent 
strength of shot (63 is the maximum) while the last two 
digits indicate the amount of right-hand spin applied. 
So now you know. 

Use the icons at the top of the screen to set up the 
shot — it’s not as hit and miss as moving the table itself. 
Remember: pressing the left-hand mouse button per- 
forms big steps, while the right-hand button produces 
small steps for fine tuning. 

Once the shot is successfully executed, click on the 
icon in the top right hand corner of the screen to call up 
the main menu. Click on EDIT SHOT — and you can 
replay the shot you just played time and time again, 
from any angle, by double clicking the left-hand mouse 
button. 

Oh yes, one other thing: just to make life a little 
trickier, only the numbers of the first shot are correct. 
The other 18 shots have had a single digit altered, so 
some skill is required — but at least you get the general 
idea. 









os c : 
SHOT ONE SHOT TWO 
0768 024 63 10 1000 041 63 09 











a ANY objects and 
enemies can't be 
destroyed by laser fire. In 
these cases, use missiles 
instead. There are a few 
enemies capable of out- 
running a missile, leaving 
chasing its target indefi- 
nitely. To put a stop to 
this, catch the target in 
your tractor beam first to 
hold it, then launch the 


missile. 
= 


SHOT THREE 
0132 100 63 00 


SHOT FOUR 


O0r%6 ce) mand 
3 i 0966 024 63 00 





SHOT FIVE 
0512 025 63 10 


SHOT SIX 
0405 060 63 20 
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OUTRUN 
"(US Gold) 


Amiga only. Tupe RED 
| BARCHETTA (including 

— — the space) at any time to 
SHOT SEVEN SHOT EIGHT activate the cheat mode. 





0405 070 63 20 O77! 099 55 12 The following options are 
ee ; i 5 i now at your disposal: 


T adds 10 seconds to your 
time. 

B gives an extended play 
bonus. 

S puts you on the next 





stage. 





SHOT NINE SHOT TEN 
0933 024 63 I1 O927 O27 63 2] 





THE NEW 
ZEALAND 
STORY 


(Ocean) 


There are two cheat modes 
for this gem — one works on 
certain versions of the 
game, while the other 
works with all the rest. 
The most common cheat 
mode is to type in FLYFFY 
KIWIS (including space) at 










SHOT ELEVEN SHOT TWELVE 
0751 100 06 20 0916 025 56 10 











co 
oO) 





< » any time for infinite lives — 
SHOT THIRTEEN SHOT FOURTEEN | buit it’s not guaranteed to 
0014 054 58 20 0764 100 63 10 work. If not, you've got a 


different version, in which 
case try typing = in 
MUTHER*CKENKIWI- 

B*STARDS (using your im- 
agination to substitute the 
two asterisks for the cor- 
rect letters!) for the same 
result. 



















SHOT FIFTEEN SHOT SIXTEEN 


0084 076 12 00 0880 048 49 20 HYBRIS 


” | (Discovery/ 
Softek) 


| Type COMMANDER at any zi [ape ee 
| time then press fire to acti- oo. ae 4 
wate the cheat mode. You 
- | can now press: 
FIO: to make the ship invin- 
cible. 
F9: to skip to the next level. 
F2-Fé6: for all the different 
Weapon Stages. 
FIO (again): to turn off the 
cheat mode. 








SHOT SEVENTEEN SHOT EIGHTEEN 
0372 10) 63 06 0512 100 53 10 
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SHOT NINETEEN 
060! 024 64 20 
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tu eee ele trl Cn tits 
five alien planets of awesome landscapes. 
2 ae one Pee reais ean e es 
showering meteorite storms and raging fountains of fire! 

Twist, turn and spin through the cosmic labyrinths and psychedelic tunnels 
Ech ete ace Merle 
ee eC m ie eT is islet 
tunnels packed with deadly obstacles and enemy spacecraft, 
Se Ee ate ude i eesti | 
bartthe in the Galaxy —GALAX¥ FORCE! 
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GALAXY FORCE™ and SEGA” are trademarks of SEGA ENTERPRISES LTD, 
Ur Se Ei dee test ease rete cr Rts Japan. it) SEGA 1988,1989 


eRe Nici ie eed ee annie 
Consumer Enquires Technical Support Tel: OF 34 310003 
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vita ANITA 


six exciting action sequences 
put you in control of Elliot Ness’s 
elite squad of mafia-busters. 


THE BORDER RAID 


The Railway Station confrontation and 
Warehouse bust culminating in the thrilling 
denouement of a 


Dana 


as you re-live the knife edge existence of Ness 
in his struggle against thefetribution of Capone! 


UNTOUCHABLES 


LIVE AN AMERICAN LEGEND 





bk 





“a fine example of how to do the job @ 
e](e)el il eee Melodeo a eye): 
easily one of the most successful 
licences to date” 

erm ert 


6861 HIGWSO3C 


EEE Lr Se Se ee SS SS EE 


_ | 74 “an absolute corker of a game...as 
| smooth and polished as you can get, 

animation is top notch... a brilliant 

Teme) ene (8) ie 

Your Sinclair 





Manchester - M2 5NS 
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TM & Copyilghet i) 1987 
by Paramount Pictures 
Corporation. 

All Rights Reserved: 
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“Apart from the sheer thought 







Tele em MUL eoe mel oti al Be a AA a4 3 
are the superb graphics" AMSTRAD 
ag Fm ch kd 
sa “the film was great ...the game is lwo 
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ieee ME eee ey elerlell ele £19.99 


combat game, an unbelievable err 


ckage ... and utter! . 
» a ee UL adele ely gine £24.99 







5 Teakone: 061 832 6633 - Telex: 669977 OCEANS G: Fax: 061 834 0650 


3NO 3HL 


BATMAN is shadow- 
eT MFALN in the darkness, 
as elusive as a dream. High above 
__ the seamy streets of GOTHAM, 
2 isa criminal’s nightmare. 
The only hope for a 
desperate city — 
BATMAN. 
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f there’s something weird in your neighbourhood — 
it’s probably Curtis Hutchinson. Don’t call us... call 


Ghostbusters. 


his year has been a vintage one for 

blockbusters. We've already seen the latest 

(and last?) Indiana Jones adventure, 
caught a glimpse of the darker side of O07 in 
Licence To Kill, and, following an impressive hype 
| : campaign, we were finally able to judge the 
ele Mer Amel e ee 

Alaa) eee 
long-awaited sequel to Ghostbusters. US 
audiences queued around the block to see the film 
ELM m elle eM cei mee eae: lelCcigrerr) 
WWM ORO ME Meas Um ela ices lem) lel- 1g 
weather to set in to get their chance. 

SNM Cem Me Re betie Tht ee eam ee) cco 
about as likely as the Beatles reforming. The 
original movie may have been the top-grossing 
eels se MeO) Me || MM ta OM ag ee eee Ce Tere aT | 
eRe eR VU ee RLU eee 
share and would need a good deal of persuasion to 
go ‘busting again. The main sticking point was Bill 
Murray, whose rapid fire wise-cracks allowed him to 
(meee 

Murray, who made a name for himself on the hit 
ShemeelceVmeelmeet ice hm le ee im aTs) 
replaced Chevy Chase and worked alongside John 
Belushi and fellow ‘buster Dan Aykroyd), only 
agreed to make Ghostbusters when he got an 
assurance from Columbia that it would bankroll a 
‘straight’ film he was planning to make. 

That film turned out to be an expensive remake of 
Te Mile Mute |t TM Metre els) Mea 
rom Mel ae Maura weft) ee 
years between the wars. Unfortunately though, 
Murray's audience only wanted to see him goofing it 
up in movies like Meatballs, Caddyshack and 
Stripes — The Razor Edge wasn't even granted a 
WU Geol hime el a ee te ele rele re a 
as a dramatic actor and the film's certainly worth 
looking out for on video. 

Murray's response was to stay away from films 
for four years — briefly resurfacing for a 
scene-stealing cameo in Little Shop Of Horrors — 
before making a comeback with last year's 
disappointing Scrooged. 

During this time he consistently rejected offers to 
star in another Ghostbusters: “! really didn't want 
to do this movie for the longest time,” he admitted. 

The appointment of British film-maker David 
AUT mee Mer OO OHe) Nile]: eciiy ta Esso Pl 
also diminished the likelihood of a sequel. Not only 











did he publicly accuse Murray of being a 
money-grabber, but he also hinted that the only 
iste Mats R (a l0 eRe Malt -i-1(- en nels eae ale] (e hele es! 
low-budget affair with a new (and cheaper) cast. 

NM atstt MO Ce cM ee Aue [etl aimee yeh 
busters Il then the static careers of Dan Aykroyd 
and Harold Ramis were surely willing it to happen. 

Aykroyd originally conceived and wrote (with 
Ramis) Ghostbusters as a vehicle for himself and 
his fellow Blues Brother, John Belushi. Sadly 
Belushi's life in the fast lane caught up with him (in 
MAC (O Uae le Mile hu-me (gee el] cele lt-) lee mae ar 
was rewritten for Murray. A talented actor and 
CNAs ORE cre h cel tits le) inal iir =] be oe Gu lle 
star after Ghostbusters despite repeated 
attempts (Spies Like Us, Dragnet, The Couch 
Trip, My Stepmother's An Alien). 

Writer-director-producer-actor Ramis 
experienced similar problems. Despite early 
directorial and writing triumphs on Caddyshack 
Elam iter Mmm Uuetere eke Det Ce) eg 
significant post-Ghostbusters outing was perform- 
ing the same chores on the tedious Robin Williams 
comedy, Club Paradise. 

Murray finally relented and the original team, 
including Sigourney Weaver, Rick Moranis, Ernie 
Hudson (the fourth ‘buster) and director Ivan 
SCO Me eee atte M diel eter miter baer] iE 
laters aes me tom ee ual leat lel e C 
ACelg eerste 

“None of us had ever done a sequel, although 
we'd had offers on virtually every film we'd worked 
eae l ers lM ee Ma eed ae 
we could come up with a concept that seemed 
worthy, that really progressed us in some way, that 
had something new to say, then we'd do it.” 

Ramis and Aykroyd's script picks up the story 
four years after they busted the demonic 
gatekeeper that was terrorising Sigourney 
Weaver's fridge. At the end of the first movie the 
quartet emerged victorious from their endeavours 
and wandered out onto the battle-scarred New York 
streets, However, an ungrateful City Hall blamed 
the boys for the damage caused in the fray and 
issued them with a judicial restraining order 
prohibiting them from pursuing their ghostbusting 
Te te 

Having gone their separate ways, Dr Peter 
Venkman (Murray) now hosts a cheapskate cable 
TV talk show dealing with psychic phenomena. Ray 






















































first section sees a Ghostbuster 
TU eR ee ade ene alee tel Tiesto ie lel iy 
itt. Spooks attack from all sides, and Dan 
shoots them with his weapon while swinging 
from side to side AEM ae ee 
three pieces of a scoop which is used to collect 
RT) ele a eel hee 


ay} 








ion Two has you in control of the Statue 
Liberty and a crowd of native New 
J CCE mem Cm: mime | ela mu 
norizontally scrolling street, shooting oncom 

Wile Re are sts with her torch to the tune of Jackie 
Wilson's Higher And Higher. [he - 
used to collect the ectoplasm released by dead 

Teme beletiale elias eel ee oe 
Pa LiL happened to the 

rest of this film? 


Crowd 
aad | r F 
an Laie 
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inal section sees the ‘busters inside the 
Gallery in a confrontation with the 
arc villain Vigo. Having carefully lowered the 
four Ghostbusters downa 
(but not too fas* or they die), your first objective 
ere reste Melee eee 
and rescue the baby to prevent Vigo's power 
being boosted. But then Vigo steps out of the 
painting and, via telekenesis, pulls the baby 
Col Edema ee ee ae he ee eats ele ee 
uni@asnes and shoot him to win the game 


















rope into the gallery 


EBtema lft etepat oe 











FEATURE © 






EIGHT SPINE-TINGLING THINGS 
YOU NEVER KNEW ABOUT 
GHOSTBUSTERS Il 


















@ The most unusual cast credit belongs to Judy 
Ovitz (daughter of the legendary Hollywood agent 
Stanz (Aykroyd) and Winston Seddemore (Hud- Michael Ovitz) who appears as ‘Slimed Restaurant 
Seem M Tr my ML LAE TaTiae ee Ua Cae seeieiiaal an Patron’! 

SETAE eR oe hno-wizard Egon Spengler (Ramis) wie bas ane _ ® Over 200 artists and technicians from industrial 
Exe a Mens ean On CRC Heel ue UW |  . mh Light & Magic worked on the film's special effects. 
emotional states on the psychomagnetic energy | F Pe +t | @ Run DMC can be heard performing a rap version 
field. 7 ; of Ray Parker Jnr's original Ghostbusters theme. 

PT cueuemecem Ck CRUChs| (aie © | = ! : = =e ® Bobby Brown makes a split-second cameo — as 
when Weaver, now a single mother, notices : a doorman! 

SET RU Ciel calle hha: ee eee y | ® The film cost $30 million to make — but its 
gonna call? | wt a predecessor made $220 million! 

The reunited Ghostbusters find themselves i ae) pil A ® Director Ivan Reitman co-produces the cartoon 
doing battle with a river of slime (which grows in TW | SON EWINSTON series The Real Ghostbusters and its new 
response to people's negative emotions) flowing : Se spin-off, Slimer! And The Real Ghostbusters. 
Watet im Tm MeL Slate Miele rs Cus mem lale Oat : ll | @ Dan Aykroyd is the grandson of a Canadian 

AMER EVE ce ecw ire Uiel (crete Bc a Gc | i rs ‘mountie'! 
of Industrial Light & Magic, the SFX division of Lely ee @® Production designer Bo Welch previously 
George Lucas’ Lucasfilm, which in the past has 7 . worked on Beetlejuice and The Lost Boys. 
supplied effects for all three Indiana Jones films, 
the Star Wars trilogy, ET, Who Framed Roger 
Rabbit and Back To The Future. Muren admits 
AF mee eters em a Rime 
pink slime, which had to look and move like a living 
being to be effective. Part of his solution was to use 
‘diamend dust’, achemical used to give a sparkleto 
metallic painted cars. 

“Multiple colours of diamond dust in the liquid, 
flowing along, agitated with manifolds and pumps 
and shot at a certain frame rate and aligned in a 
specific way, make it all look like it's a boiling, 
churning, living being,” he says. 

The slime — which some critics have said is the 
real star of the film — is a mixture of Methocel, a 
vegetable-based biodegradable jelly, and food 
colouring. Some 100,000 gallons of the stuff were 
blended in several different ways to get specific 
consistencies and colours depending on whether it 
had to encase a building, a Ghostbuster or perform 
in close up 

Interestingly enough the film was onginally going 
to be called The Last Of The Ghostbusters. But, 
judging from the enthusiastic response it received 
inthe States, andthe teams’ apparent enjoymentof 
working together again, this change of title has left 
SACI O AT-M me) 8) (8g t-ae) 8-10 
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YOULL NE 


A game for 1-2 players featuring all 
aspects of a real football match - 
strategy, tactics, penalties, headers, 
free kicks, throw-ins, crowds, 
spectacular graphic routines and high 
quality sound effects. It is officially 
endorsed by the entire Liverpool team 
who feature throughout. It's the next 
best thing to playing real football at 
yi: (0m . 
The ultimate in home entertaingient 
football games. 
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AMIGA + ATARIST £19.99 
C64 DISK a Bes) 








Grandslam House C64CASS £9.99 
56 Leslie Park Rd =i ie £19.99 
Croydon SPECTRUM & AMSTRAD 
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INDY™ THE GRAPHIC ADVENTURE 
Available on: IBM PC : ATARI ST - AMIGA 


6861 HIEWI03IG- 








MANIAC MANSION™ 
PEM Ce ee i ee ee ee | 
CHM 64/128 Disk 


ZAK McHKRACKEN™ 
Pee eee eee ey te 
CBM 64/128 Disk 
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EVIE\/ 


The desert. Un- 
changed for millions 
of years, yet witness 
to a bilbical prophecy 
come true that one 
day the meek shall 
inherit the earth ... 






















Gary Whitta gets bit- 
ten by the 
ware bug. 


t's June 1951 and all's well in the 

small but thriving desert town of 

Lizard Breath. Or is it? Things 

aren't what they used to be since 

the arrival of a large meteorite, 
the Stolheinz A2Z21357. Now, unbek- 
nown to the town's hick population, 
there’s trouble on the horizon ..-.- big 
trouble. And slowly but surely it's 
coming this way. 

You are Doctor Greg Bradley, a 
geologist visiting Lizard Breath to 
study the mineral content of meteorite 
fragments in the surrounding desert. 
But there are more than rocks waiting 
for you in the sun-baked sand . 
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THE TOP 10 ‘IT’ 
eit Came From Outer Space 
(1953) 

elt! The Terror From Beyond 
Space (1958) 

eit Conquered The World 
(1956) 

elt (1966) 

elt Lives Again (1978) 

elt Came From Beneath The 
Sea (1955) 

elt Stalked The Ocean Floor 
(1954) 

elt’s Alive (1968) 

elt’s Alive (1973) 

elt! The Vampire From Beyond 
space (1958) 
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1) true B-movie style the hero never dies, 
é¥en when confrontd by a swarm of ants, 
However you do lose precious time by being 
kept in the local hospital to recover from any 
injuries you may have sustained. Treatment 
can last as long as two days, so if you don't 
what to lose precious time, it’s necessary to 


SG@APE! Still dressed in your hospital robe 

you shuffle out of bed and make for the 
exf@ But the doctors, nurse and security staff 
would rather you stayed (for your own bepefit 
of course) and a hunt ensues. Running is tiring 
work, so grab a wheelchair to scoot away trom 
your pursuers, but don't try to go down the 
stairs with it! Make your way down to the 
ground floor via the elevator or stairs, get past 
the burly guys on the door and you are free! 


hey Hellcats are the resident band of no 

good punks who spend their time either at 
Beverley's Drive-In (which constantly shows 
re-runs of Rocket Ranger) or on the road looking 
for trouble. Their favourite pastirme is Chick 
en, the modern-day version of the medieval 
joust played with cars. As the cars accelerate 
towards each other, the first one to swerve 
away is poultry. Seeing as the Hellcats hardly 
ever swerve, staying on the road is not advis 
able unless you want a time-wasting spell in 
hospital. Swerving takes you onto the desert 
sand* it's not good for your truck's motor, Dut 
at least you walk away alive 








awie the pilot is only too pleased to take 
ES out in his plane for the purposes of 
aerial surveillance. The ant colony's location is 
more easily spotted from the air, and a limited 


supply of pesticide comes in handy for holding 
therm at bay 


SIS : 
1 1 i 


a a ce 


[' S.fbt a good idea to 
“iste the drive-in too 
offemjas the Hellcats may 
want o pick a fight with 
you. If push comes to sho 
ve, grab your switchblade 
and pair off with the Hell- 
ats’ leader. Defeat him 
and you get no more trou 
ble from the gang for a 
while — lose, and you can 
expect another stint in a 
hospital bed 
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Ooh dear. Atari It won't 


appear until at last 
April or May next year, 
and when it does it will 
only 1040 
machine. As to how many disks it will 


occupy . 


rum on a 


.. Who knows. 








Expect to see some- 
thing crawling out of 
the desert and onto the 
software by 
the middle of next year. 
Unfortunately a price has yet to be 
fixed. 
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REVIE\X/ 


Right from the very 
start, when the sam- 
Pled speech describes 
the the 
‘camera’ pans across a 
twilight desert landscape, you get the 
feeling you are in for a treat — and you 
are. It Came From The Desert is argu- 


scene as 





ably Cinemaware's most atmospheric 
and film-like piece to date, and aesthe- 
tically it does a brilliant job of captur- 
ing the tense feel of the classic 5's B- 
movies. Perhaps what keeps you most 
on the edge of the seat is the slow, 
eerie in-game theme that wouldn't 
Stand out of place in a *B" horror flick. 
There are also a couple of more light- 
hearted musical moments, such as the 
double-bass jazz piece played at the 
the station's 
country-and-western 
Graphically the atmosphere 
tense (although the ants can turn you 
white when they get up close), but 
everything is very stylish and ‘50s’, 
especially the elaborate and highly- 
detailed backdrops, and the animated 
cast of characters. Design-wise it's a 

















drive-in and radia 
repertoire. 


isn't so 





little like Cinemaware's earlier Rocket 


109 


iI 


Ranger in the sense that everything 
depends on time and how well you use 
it in your race against the 
advancing peril — but there the similar- 
ity ends. The first half is almost like a 


ever- 


whodunnit, as you pick up clues, weigh 
up the personalities of the people you 
meet, decide if their 
reliable and so on. But as the game 







information is 







progresses it becomes more of an 






action-based strategy affair: the ants 






get closer, which means you encounter 






them more often, the people start to 
panic (and their attitudes change 
accordingly) and in the final stages it 
becomes an all-out wargame, where 
your strategic skill, and shrewdness of 
troop deployment decides the fate of 
Lizard Breath. It Came From The De- 
sert may not be Cinemaware's 
strongest game design (Rocket Ranger 
still holds that title — despite the fact 
that, with hindsight, we did underrate 
it), but it comes a very close second, 









and as an atmospheric movie-like ex- 






perience, there's nothing to touch it. 

















PRICE £29.99 
RELEASE DATE Out Now 
GRAPHICS 93% 
SOUND 96% 
PLAYABILITY 92% 





86% 


92% 


VALUE 


OVERALL 
















<2) thard Wels dates tobe scored. And where else _ 


The giant ants in Cinemaware’s forthcoming interactive 
movie it Came From The Desert look positively miniscule 
next to some of the monster turkéys seen in the cinema 
over the past four decades. Curtis Hutchinson casts an 





affectionate eye over,the histo 
of its more bizarre, Stars. ao 


 —— the 
White House and all was well with 


perceived as an adult one, The 


American teenager, with Seo oe Nea | 
| _and._ cash. in his pocket,. wasn’t going 
Gar eaiac Be hii 


to stick 
with mom and dad when 


could he make exploratory = in the dark 
but the cinema? 

This was typified by the enormous popularity. 
of drive-in movies, Where many a SF B-mow 
took second billing ta more pressings a 
on the back seat. 7 a 

With an insatiabre Sudiente ‘Gréating a 
demand for,more “nedependent film 






© production Became a feasible operation for 
= theifirst time Sinte the silent era. Theos 
-@ileGdgates were opened for good, bad and | 
* Opportunistic filmmakers - and it wasiin this: 


new atmosphere that the. SF. B-movie 
emerged. 

The concept of the B-feature was not a new 
one; During the 30s and 40s, Hollywood had 
churned out thousands of cheap quota- 
quickies which would be released as. 
to the main features. The most’ Widely made 
B-movies of the period were Westems, but in 
the post-war era of atomic bombs, 
sciences fiction emerged as its natural 





*B’ Gid not always stand for bad, although an 
alarming number of Movies made in the SF 
genre were quite appalling. 

Directors working with minuscule budgets 


and largely inexperiémted casts and crews 


either came up wilh minor classicsilike 
Invaders From Mars, The Blob, The Day 
The World Ended andeltl.The Terror From 
Beyond Space (the plot of whichebares an 
uncanny resemblance to Ridley Scott's ANGH}jm 
or major turkeys like The Magnetic Monster, 
Devil Girl From Mars, Attack Of The 
Puppet People, The Alligator People, | 
Married A Monster From Outer Space and 











affluent decade, the medium was. a tia iy 0873), w where killer bupnies were a Taughing 


he ae 
see oo: 
at ~~ 


of Pere and some 


ee 


ants. 

Director Bert: i Gordon made a name for 
himself.if the S0Siwith cheap and’cheerful SF 
classi¢s like The Amazing Colossal Man 
(1957) and Attack Of The Puppet People. 
Gabler prided hims@lif on being something of 
an SPX whizz, how@yer with this movie he 


“failed to take int@, aGGqunt the more 
@ sophisticated exp 
= audience. He relied Heavily upon Mis favourite 
m tick of photegraphically enlarging®his 
monsters - in this instance the radioaGtives i 


of his cast, Sleight Of hand and subtlety were” 


ectations of a late 70s 





director's strong points” 
impire Of The Ants was, of Course, a totak 
ff of ‘Them! (1954), arguably one_oftthe 






best SF monster films of all time. Directed by 
Gordon Douglas, theymovie was shot in 
> documentary styleand told the story of giant 
“ants breedingyin the desert after aiseries of 
= atomic t 


= The picture was given,asbig 


ntold  budgetiby Warner Brothers Who then took the 





called Night Of Theé Lepus 


The film's a thumper from beginnite to end 
aS a red-neck ran@her tries ta out-wit 
thousands of four-f6GE killer rabbits Hell-bent 
On taking ever the State of ArizGna..Afie 
fabbits havV@jmutated as a result of a failed 


‘Pest contral programme whichehas turnéd 
« thém into fl@sh-craving monsters. This piece 
© of disposable celluloid also features Star Trek 


stalwart DeForest Kelly (aka Or gBones’ 
MéCoy) cowefing in thé background: = 

Night Of The Lepus was part 
resurgence Of ScienceFiction monster mavies 


“mate in the spirit ofthe BamiGiies of yore, 


ge only this time around they, allegedly benefitted 
’ from bigger budgets and More sophisticated 
film-making techniques: There appeared to be 
@ CGmmon-strain ninning through this crop of 
films With most of them centring on mutated 
monsters brought into existence through man- 
made disorders. 

Of the films that were made during this 
period? most have long-since been forgotten 
by the cinema-going public that chanced 
upon them. Some, however, were so 
unredeemably bad that in spite of the 
subsequent efforts of aetors, directors and 
producers to cover their —*s. they just 
refuse to fade away. 

Take for instance Joan Collins’ all-time 
howler - Empire Of The Ants (1977). The film 
traces the rapidly floundering fortunes of a 
group of real estate hunters (led by the 
Dynasty dragon) who land on a remote island 
off Florida hoping to make a killing. However, 
the ‘get rich quick’ merchants hadn't 
bargained on crossing, paths with a colony of 


ants metamorphosised into giants by illegally 


muciear waste. 
The special @tfects are straight from the 


Crossroads school of cifigma verite: the . 
sets wobble and you can spot the joins.on the® 


“as daft as a film released threes” 


ofa 70s 


ime monster 


unusual step of keeping the film's plot a secret 
until it was released. Th@ ploy worked, as 
Them! became the studio'’$ biggest grossing 
filmof the year, italso inspired a number of 
imitators sik Tarantula(1955) and _° 
Deadly Mantis (1957). 

Uaderstandably Joan Collins hardly Wiles 
lyrical on chat shows about the meaningful 
experience Empire Of ThejAnts proved be 

during her own mulation ifto a soap queen. 


Similarly Michael Gaine waGuld probably net &.” 
want a loti@? people to Know about The.” 


Swarm (1978), 4 big- -budget box-office 


blunder that probably still causes. him a tow, 


restless nights. ti 

Hete, Caine staranas 4 {rollbie-shooting 
entomologist (seriously) called in to swat out a 
swan. of, killer bees terrorising an all- 
star Gast that should have known better. 
AGM. millions of dollars (and bees) 





; | ploughed 
* into the movie hoping it would be the 70's 


answer to Alfred Hitchcock's The Birds. 
instead it's probably the closest the decade 
came to producing another Plan’? From 
Outer Space! 


The ,once mighty. .director 





mutated bears of King Kong proportions. His 
career has yet to recover. 

Much more impressive, despite its title, was 
The Frogs (1972), wher cantankerous old Ray 
Milland finds*himself and his foray onthe 
receiving end of a frog vendetta, - 

Like The Swarm, the film o 
plot and structure to the Bira 
protagonists in#this film are ™ 


John 
wisi: 








































. 


psychologically, father than physically, = 














therefore they@temain standard-sized % 


_ the proceedings. Worth checking 


“But few of the monster movies made during 
the 70s the notable exception of Ridley 
Scott's “79 Norror classicullien) captured the 
atmosphere and sheér inventiveness of the 
50S vintage creature features. However with 
— headlings about man’s ecotogically 

nd ideas, it's Surely only a matter of time 
we witness the first ozone-unfriendly 









NO MERCY-NO SURRENDER 


A NEW 3D DUO FROM LOGOTRON ENTERTAINMENT 


BAD COMPANY.. 


ou've fallen into Bad Company. In this place 

there are no good guys, just you, your sidekick 

and wave upon wave of insectoid enemies who 

have just one thing in mind - the total destruction 

of every human they set their nasty little bug eyes 
on. No quarter is asked and none is given, you know what 
to do - if it’s alien, blast it! 
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Bad Company is programming legend Steve Bak's latest 
and greatest masterwork with scrolling of vanishing point 
perspective surfaces, the latest superfast 3D sprite 
techniques and featuring: 


Simultaneous two-player option 

Unique choice of weaponry, with fire power boosters 
« Choice of eight different combat heroes 

« Uncountable waves of sickening insectoid attack 
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ATARI ST & COMMODORE AMIGA 
END NOVEMBER ‘89. PRICE £24.99 


tarBlaze is pure solid vector 3D Shoot ‘em Up 

from the programmers that brought you 16 bit 

Elite! To qualify as a Tamsinian warrior in an 

intergalactic war of unparalled ferocity, you 

must prove your prowess by taking on scores of 
fiendish alien attack waves and live to tell the tale. How 
will you do it? With quick reactions and the fastest trigger 
la? meme eee , 


StarBlaze is a game which draws upon the strongest 
features of the classic arcade titles to introduce a wholly 
original style of game to the arcade genre, featuring: 


» Over a hundred different attack patterns 

» Action-packed gameplay in stunning solid 3D 

» Five colourful backdrops (forget boring starfields) 
° Shield, smart bomb and extra power pickups 
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PLANET SIMULATION 
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PANDORA is a division of the INTERCEPTOR GROUP 
MERCURY HOUSE, CALLEVA PARK, ALDERMASTON, BERKSHIRE, RG7T 4QW 
TEL: (0734) 817421 FAX: (0734) 811505 TELEX: 849101 INMICS G 
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rom the team that put the 
dangerous into Rick com- 


es Gremlin’s mix of action 





and exploration. Gary Whitta’s going under- 


grounad... 





FOR 10,000 TEARS WE SLEPT, HIS MIND 
uf FEEDING OW THE MIGHTMARES OF THE 


io 





WOW HE HAS AWAKEWED AS. THEE WIGHT BLED THEN THE SLAUGHTER THEY NEVER THOUGHT HE WOULD RETURN 





Rew 


or 10,000 years the far- 
away cyberworld of Thraxx 
has known nothing but 
Peace. But now the peace 
has been shattered — along 
with the Fireblade, a mystical sword 
that symbolises peace and gives pow- 
er to the BladeKnights, the planet's 
race of warriors. Seizing the opportun- 
ity, the evil Havok has slaughtered the 
population, and taken control of 
Thraxx. But Havok didn't reckon on 
Hiro, the last surviving BladeKnight... 





AM HIRD. THE LAST OF THE BLADEKMIGHTS. | 


MUST REBUILD THE FIREBLADE AMO BRING THE 


CRIMSON, THE BEGAN WOW HAWOM RENGMS THE UNDERCITY “—— 


FIREBLADE SHATTERED 
AAD ITS POWER DIED 
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bio’ quest begins on the surface of the 
planet. Exploration leads first to a cou- 
ple of bonus letters and a weapon, and then 
to a primitive entrance to the Undercity 
itself, where the adventure proper begins. 













Boss character appears every 25 screens 
or so, barring the way to the rest of the SPST F: 
Undercity. Bosses include a Scorpion- z 


Switchblade is a first- 
class slice of computer 


| 
| 
| 
] 
| | 
| 
| 
| 
| 


creature, a shuffling Armadillo and Havok . 

' ai : - dir 

himself, who can only be defeated with the gaming succeeding 

reconstituted Fireblade. for exactly the same 
reasons as Simon 


Phipp's last masterpiece, Rick Danger- 
ous. Switchblade is less puzzle- 
orientated with a healthy arcade feel. 
Also, where Rick offers only one way 

forward, Switchblade’s layout pro- 

-- : vides more freedom by allowing you to : 

Arr from the array of bad boys to choose a route (or get lost). The adver- | 
battle, there are objects to collect. Glit- saries are sufficiently varied as to 
tering gems are only worth points, but far challenge even the most adept fighter, 
more useful items include letters (which and things get pretty hairy when you 


award extra lives and special weapons, such 
as laser bolts and futuristic shurikens) and the are fighting two or three different 
16 pieces of the Fireblade. | types of enemy at once. Equally im- 


pressive are the claustrophobic atmos- , | 

pheric backdrops and detailed sprites | 
(particularly Hiro's which moves ex- 

quisitely), which combined with two 
moody tunes an impressive cache of 
spot effects, ensure a consistently | 
slick package. Anyone harking for a 

slice of action reminiscent of classic 

arcade and console games of days 

gone is in for a treat. 





A near-as-dammit iden- 
tical Atari incarnation 
should also be out now, 
at the same price. 





Despite providing a PC 
version of Rick Danger- 
ous for MicroProse, 
Core isn’t doing the 
deed for Gremlin as it 
has no plans to release an MS-DOS 
compatible Switchblade. 
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AVAILABLE ON: 
VPN 1s AMIGA £24.99 
fall ATARI ST £19.99 
Destroy the energy stations in REE REE 


this action filled shoot-em-up. 
At the end of each completed 
level you must guide your 
craft through the warp tunnel, 
a 3D flight seat , 10 beasties ees: 
the next, higher ear CR eee 
need strength, plannin pene : 
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power-ups put juice into your hammer. In the twinkling of an eye, your humb! imp o1 cl 
ie ' # x 
B held iron is transtormed into a an machine capable of Zapping enemies from 4 Gistance ana 
dissolving WhO ©Frows oT agjacent blocks at a Single S(rore rit it only ras ImMmiied | Ct. 
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they'd take ages to get to « 
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xel and Lucy are in love. 
They've carved their ini-" 
tials into an old oak tree, 
they've spent their last 
few pennies on an eterni- 
ty ring and they've even got a lime 
green sunshield in the car inscribed 
forever with their names. But one hot 
and sunny afternoon — WHAM! disas- 
ter strikes. A huge green dragon 
swoops down and whisks A> al's true 
love clean away. 

A lesser man might crumble under 
the weight of his grief. A coward might 
run back to his mother. Not Axel. He's 
determined to get Lucy back... even if it 
does mean negotiating eight hair- 
raising levels of arcade action infested 
with 13 different types of enemy and 
any amount of natural hazards, to 
make it to the final showdown in the 
castle. After all, no ordinary guy is 
equipped with a marvellous Magic 
Hammer... 





Wie a hop, skip and a jump, Axel passes 
v ’ through the treacherous terrain lead- 
ing to the castle. The background blocks 
come in two varieties — hard boiled and soft 
centred — with the latter melting away at the 
mere touch of our hero's powerful tou:. The 
bonuses they leave behind can be anything 
from food, point bonuses and power-ups to 
coins. 100 gold coins automatically buy one 
extra life. 















eep in the Egyptian underworld, you'd wery cloud has a silver lining, and just 


be forgiven for thinking the moving when you think things are getting really 
blocks and disembowelling traps bear some- tough, there’s always a bonus piece of fruit 
thing of a resemblance to their counterparts (for energy) or a fuse bomb lying around. 
in Rick Dangerous. It's not surprising really, as Question marks hide extra-powerful goodies 
graphics for both garnes were the responsibil- like time, a free life, keys or a helmet. 





ity of Terry Lioyd. 





Anyone who's ever frit- 

tered away their cash 

on Super Mario 

Brothers knows how 

addictive platform 
games like this can be. Axel’s Magic 
Hammer is no exception; it's got de- 
vious landscapes, an impressive array 
of cutesy enemies and loads of extras 
to collect. What starts out as a fairly 
difficult jaunt gets extremely tough on 
the later levels, so anyone who's look- 
ing for a lasting challenge shouldn't 
have any complaints. The only real 
niggle is the control method. Jumping 
is on the awkward side, mainly be- 
cause you can't control how much dis- 
tance you want to cover or change 
direction in mid-flight. lf you're used to 
the more flexible controls of, say, Rick 
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ecret food and energy stores are hidden 


all over the place — but not necessarily in | Dangerous, you may find HK a bit [i- 
the most obvious locations. Hf in doubt, try | 
ducking — a good grovel can work wonders. 


mited. The graphic style, on the other 
hand, is bold and colourful with lots of 
appropriately cute and cartoony 
touches. The soundtrack amounts to 
nothing more than a gratingly tinkly 
title tune and a few atmospheric digi- 
tised effects, but on the whole, Axel's 
Magic Hammer is slick and excellently 
designed. Striking. 





nd this is what it's all about. If you and 
Ar hammer survive the end-of-level 
boss the key to the next world is your special 
reward. 


COR! IT’S AXEL 


he programming duo at the heart of Axel’s Magic Hammer comes 
‘ from the up-and-coming Core Design stable. The graphic artist (and 
chief map designer) is Terry Lloyd, whose most recent work was on Rick 
Dangerous and Dynamite Dux — and he's also one of the few people in 
Britain to own a PC Engine, no less. 





The big question... will 
this version have sub- 
stantially different 


gameplay? Well, no, but 





The actual coding spadework was performed by Andy Green, who 2 alanailsl Hane nel 

worked on the C64 for a couple of years, co-writing the classic Bounder, graphics and a much larger selection of 

bilan onieching to 16-bit. His first project was converting He-Man for the ST whilst still learning digitised sound effects. And the price? 
how to use the machine! Once again, £19.99 


When he's not tapping keys and thinking logically for a living, there's nothing Andy likes more 
than to sit down to a good game of Hard Drivin’ at his local arcade in 
Derby. He also likes roller-skating and juggling (but not at the same time!): 
“when you're struggling away with a piece of code, it's very therapeutic 
just to pick up three balls and start throwing them around in the air.’ 

Workwise, Andy prefers working on the Amiga, and his ambitions 
include writing “a dedicated Amiga game.” In fact, he intends that to be his 
next project though he’s keeping tight-lipped about the details. 


IBM-Compatibles will 
be raising the cudgels 
when they hear that 
there'll be no Axel 
~as wielding no Magic Ham- 
—— 4 mer on their machines. Come on Grem- 
aaa STEN lin — how about a fair deal for M5-DOS- 


ers? 
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THE SEVEN GATES OF JAMBALA 


Escape from the caves of Jambala in this fun-filled jump and run game with stunning graphics and 
—el0laep 


You will face a labyrinth of caves which not surprisingly hide a host of inhabitants, good and bad, 
treasures, puzzles, magic spells and many hidden screens. 


if you are lucky enough to find all 7 pieces of the missing magic wand and reach the last city you 
will finally have the chance to escape from the labyrinth. 


A fascinating voyage of discovery through an unknown world of fantasy. 
©1989 Grandslam 


Entertainments Ltd/ 
LO) ecules 


AVAILABLE ON 
AMIGA £24.99 





eae erg Bailes ATARI ST £19.99 
eee C64 DISK £14.99 
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ICTURE the scene. A familiar 

darkened room lit only by shafts of 

light coming through partially opened 

blinds. A man behind a large oak 
desk stirs, his face emotionless and his lower 
lip dropped to an improbable angle. He 
speaks slowly to himself, pausing uncertainly 
on every syllable: “I'm uh gon-na have to uh 
make uh him an offer he ummmh can't un 
refuse.” 

Having delivered his soliloquy the man 
swivels in his chair and takes a long 
thoughtful draw on his Havana as he tries to 
remember his next line - it's on the tip of his 
tongue (actually it's written on the side of his 
cigar). 

His left eyebrow raises a full 45 degrees (a 
handy little gesture he learnt from Roger 
Moore), he's got it. Here goes. “Tell Michael 
umm, this ain't uh anything personal, 
uhmmmm, this is business, uhhh." The man 
then walks over to the window and peers 
through the blinds, the light catches his face 
and reveals the features of everyone's 
favourite Italian-American. Sylvester Stal- 
lone... 

Unlikely as it may seem, Sly was until quite 
recently the most likely contender to make the 
third instalment of Mario Puzo’s Godfather 
saga. 

Fortunately for the movie-going public the 
deal fell through leaving Francis Ford Coppola 
with the unenviable task of following parts | 
and Il with a real show stopper. 

The Godfather Ill has been on the cards 
for some years now, probably since the 
returns on Part Il started rolling in back in 
1974. Yet the climate hasn't been right. The 
original movie sparked off a mini re- 
emergence of the gangster genre in the early 
70s. But films like The Valachi Papers with 
old granite-features Charles Bronson as the 
lead mobster and the absurd The Don Is 
Dead made sure that the revival was short- 
lived. 

Since then several worthy gangster movies 
have been produced but none of them have 
made it at the box office. Coppola tried again 
with The Cotton Club, a sumptuous looking 
movie let down by an indifferent script and a 
dodgy lead from Richard Gere. Burt Reynolds 
and Clint Eastwood teamed up for City Heat, 
a spirited homage to the gangster classics of 
the 40s and 50s. Despite the big dollar billing 
the movie, as the saying goes, stiffed. 

Other forays into gangster land include 
Brian De Palma’s over-the-top remake of 


Scarface, with Al Pacino as the eponymous 
villain, snorting vast mountains of cocaine like 
a man determined to get himself into the 
Guiness Book Of Records. 

Things improved with Sergio Leone's 
reconstruction of Prohibition era New York in 
the classic Once Upon A Time In America. 
Despite first-rate performances from Robert 
De Niro and James Wood, the film proved to 
be too long and, with its elaborate flashbacks, 
too unconventional for mass consumption. 
John Huston injected some black comedy into 
the genre with Prizzi's Honour as did 
Jonathan Demme more recently with Married 
To The Mob. 


However, the real winner proved to be The 
Untouchables. 

On paper it sounded like an unlikely 
success. The film was based on the real-life 
attempt by FBI agent Eliot Ness to bring Al 
Capone to justice. But, as everyone knows, 
Capone was never successfully prosecuted 
for his Mafia operations - instead he was put 
away for tax evasion. So the film couldn't have 
the bad guy going out in a blaze of bullets. 
Furthermore, Eliot Ness, the squeaky-clean G- 
man is hardly the most plausible of heroes for 
a hard-bitten late 60s audience. 

Despite all this, Brian De Palma (a gifted yet 
disappointing director who hadn't scored a hit 
since the days of Carrie and Dressed To Kill) 
turned in one of the best mainstream movies 
in recent years. The period setting is brilliantly 
realised and the film boasts fine performances 
from the Armani-suited cast. 

Best of all though are the set pieces. 
Namely the western-style horse raid on the 
bridge by Ness and the Mounties, Capone 
swinging a baseball bat at a meeting of his 
busineés partners and, of course, the 
sequence at the railway station. 

This particular segment, which featured 
Ness and his men setting qa trap at Chicago's 
Grand Central Station, was largely borrowed 
from the influential Russian movie The 
Battleship Potemkin directed by Sergei 
Eisenstein in 1925. Even so the effect is 
stunning as panning shots, stop action and 
slow motion are meshed together to provide a 
stunning climax. 

The film's success saw an instant revival on 
both sides of the Atlantic of the enormously 
popular (and badly dated!) 50s TV Show, also 
called The Untouchables. Word on the 
inevitable sequel is still very hush hush, but 
rumour has it that it's already reached script 
stage so it won't be that long before Ness and 
his men return to ‘do some good’. 
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a true 
story to a long- 
running televi- 

sion series to a block- 
busting movie... Eliot 
Ness and his elite 
gang of crimebusters 


are now on the 16-bit 


beat courtesy of 
Ocean and Special FX. 
Gary Whitta collects 
his badge. 


hicago 1930. Prohibition is 

in full swing and the black 

market for illegal liquor is 

larger than ever. Profiting 

most from this illicit enter- 
prise is one Alfonsa Capone, controller 
of the entire underground booze busi- 
ness, and — hardly surprising — top of 
the Chicago Police Department's most 
wanted list. Unfortunately, with most 
of the police force either on Capone's 
payroll or too frightened to do any- 
thing, arresting him and (more impor- 
tantly) securing a conviction is almost 
impossible. 

Enter Eliot Ness, a Federal Treasury 
Officer assigned to do the job the cops 
can't and won't do. Together with a 
small hand-picked tearm comprising 
Jim Malone, an honest Chicago beat 
cop, Oscar Wallace, a Washington 
accountant on the Capone case and 
crack-shot rookie George Stone, Ness 
sets about the arduous task of putting 
Capone behind bars and stemming the 
flow of illegal alcohol for good. 
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WIN THE ORIGINAL 
UNTOUCHABLES 
STORYBOARDS! 


PLUS 10 COPIES OF THE GAME 
Courtesy of Ocean 


ow about this for exclusive? Gcean is offering one bucky reader the original 
ii Untouchables storyboards — as created by top artist Michael Macdonald and used 
by Special FX in the development of the game, There are seven ful-cotour bexarcts 
in total, depicting each of the game's scenes. What's more, they ve all been signed by ther 
Special FX team! And as if this wasn't enough, you alto get a copy of the game! Also, a 
further 10 copies of the game are on offer to the runners up 
To win this unrepeatable prize, all you have to do is correctly answer the questions 
below on a postcard or the back of a sealed envelope and send it to: CAPONE 
CACKLES, The One, Priory Court, 10-32 Farringdon Lane, London ECIR JAU, 
Eneries must arrive no later than 23rd December | 989 


THE QUESTIONS 


i. Who won a Best Supporting Actor Oscar for his role in The Untouchables! 
2. What was Special F's last movie adaptation: 


7. Brian De Palma directed a more modern gangster movie before The Untouchables 
What was it called? 


Us assert er sam ticle ae lechid graben, a i wil be entered min, Erie a! APLAR Omen, Special FE ord 
Office of dhe Treury Deparieent doen't have a hope of winning, sn you might as well throw down pour verspons and 
Come out wih pour bends mm the air sbi : eo 

1: 





a 
bd 


5 


an ict 


i. 
ie oa ie 


ue to celebrate its third birthday this 
|March, Special FX started life primarily 


as an 8-bit development house — the 
two co-founders were Paul Finnegan (formerly 
Ocean's Sales Manager) and ex-Ocean program- 
mer John Smith who programmed many of its 
best-known Spectrum games, including Green 
Beret, Mikie, Hypersports and Cobra. The 
company’s first game was the shoot ‘em up 
Hysteria for Software Projects, followed by 
two more blasters, Firefly and Gutz for 
Ocean. Its first 16-bit project was unfortunately 
one that has yet to be released — an innovative 
3D shoot 'em up called Vertigo, which was in 
development for three months before it had to 
be shelved to make way for Batman: The 
Caped Crusader. Nevertheless there's a 
chance that the boys will pick up the project at a 
later date and finish it off. More recently, SFX 
has been responsible for pixellating Arnie 
Schwarzenegger in the adaptations of Red 
Heat, and work is soon to begin on a new 
project — the team’s first original | 6-bit design is 
a multi-directional shoot ‘em up going by the 
name of Metallic Crab. Details beyond that 
are a litthe vague, but don’t expect to see 
anything until next year. 
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REVIE\X/ 


Special FX has pro- 
duced one of the tight- 
est film tie-ins to date. 
The shoot ‘em up fla- 
vour of the six sections 
is varied enough, with pressing time 
limits and ‘intelligent’ characters con- 
tributing to an entertaining challenge. 
It feels good, too, partly because the 
gameplay'’s hard but fair, but mainly 
because of the excellent visual atmos- 
phere generated. The only quibble here 
is that the pixellated Untouchables 
don't look much like their big-screen 
counterparts — but in fairness that’s 
only because of a contractual obliga- 
tion that stated that the graphics 
couldn't look too much like Kevin Cost- 
ner and Sean Connery's copyrighted 
mugs! Sound-wise, the going's good, 
with adequate spot effects (including 
an agonising scream whenever one of 
Capone's men snuffs it), although the 
music isn't as well sulted as it might 
have been. Chatanooga Choo-Choo and 
the Charleston are all very ‘Roaring 
20s’, but they don't do much for the 
atmosphere. The movie's soundtrack 
was very sombre and downbeat, which 
helped generate a real feeling of ten- 
sion — perhaps something similar 
would have been more appropriate 
here. Still, this is a competent and a 
highly entertaining package which, 
continuing the tradition set by Batman, 
looks likely to improve the reputation 
of future film tie-ins. 


PRICE £24.99 
RELEASE DATE Out Now 
GRAPHICS 69% 
SOUND 80% 
PLAYABILITY 89% 
VALUE 81% 


OVERALL 86% 


There's no discernible 
* difference between 


Atari and Commodore 

Untouchables —- the 

gameplay area is slight- 
ly smaller, but otherwise it's business 
as usual. 


Eliot Ness and his men 
should be strutting 
thelr stuff on your IBM 
or compatible in the 
new year courtesy of 
Astros, the team that converted Robo- 
Cop to the PC. CGA, EGA and Tany are 
all supported, and the price has been 
set at £24.99. 
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ot to be confused with Domark’s 
coin-op conversions of Tengen’s 
Dragon Spirit, Dragon's Breath is 
| a complex strategy game with the 
a # accessibility of something more 
arcade-orientated. It's a three-player game, 
which gives the player the choice of playing 
either man, woman or demon. 


You have to feed and train your battle 
dragons, and bribe or conquer villages 
surrounding your castle in order to gain 
control of areas of the world. Somewhere in 
the world are the pieces of a great Talisman, 
through which you may acheive immortality. 


To help you in your quest you have the secret 
of alchemy and a special laboratory to help 
you mix the materials for many different 
mystically active compounds to condition 
your dragons or attack villages. 

The three fellows responsible for Dragon's 
Breath are Andrew Bailey (programmer), 
David Hanlon (music and sounds), and Simon 


Hh» 


ti 


My 


Hunter (artist). “Dave and | are from the same 
school,” explains Andy. “That's where we met. 
I moved up to Guildford to start my degree, 
where | met the guys who were to become 
Bullfrog. Dave came up to help with a PC 
Show or something and ended up getting a 
job with them as well. And that's when Dave 
and | started work together on Amiga 
sounds.” 

Sounds like those which tickled the 
eardrums in games such as Populous - that’s 
Dave's moody score you can hear in the 
background. “Our first thing was a drum 
machine called ADrum. Then about two years 
ago | had the idea for Dragon's Breath, and 
started on it almost straight away. Just as a 
sort of text thing, really.” 

So Dragon's Breath began life as a text 
adventure. But how did it take on its graphic 
shape? Cinemaware had something to do with 
this - Defender Of The Crown in particular. It 
showed that you could have a complex 
simulation/strategy, but with pretty graphics to 
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make it more interesting and atmospheric. 

“| did the original mock-ups myself,” explains 
Andy. “Then we were in a position where we 
needed an artist. So | went to my local 
computer shop in Guildford... and bought one. 
No - | knew that they’d know of one. And, 
what was it Simon? Three weeks on an Atari 
ST was your total experience?” Simon nods. 
“Yes that was about it. I'm a comic-book artist 
at heart. That's what | want to do. Computer 
art comes as a secondary way of making 
money, really.” But it was his comic-book art 
which inspired Dave and Andy to take him on, 
as his computer portfolio was non-existent. 
“When we visited Simon's house, he had tons 
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of these sketches lying about which really 
impressed us,” says Andy. 

Apart from the transition from text to graphic 
adventure, Dragon's Breath has changed 
quite considerably over the last two years. 
Ideas evolve from ways of doing things and 
ways of doing things evolve from ideas. And 


new things emerged from Andy's on-going 


lifetime hack attack. 


HERE'S the choice of three characters: a 
he, @ she, and an it. Clicking on the little 
mén in front of them turns them into 
computers, which means that that 
particular character will be computer- 
controlled. 


HAVING chosen a character you must then 
beef up your dragons and head for the 
plains. This attractive overhead map 
coarsely selects an area for you to attack. 





Tie BOOKS ; allow you te koa track of 


Dates won, your accounts and spells you 
know. 
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THE THREE castles. When you are 
adjusting your dragons or casting spells, 
yeu see your castle. This was originally 
going to be pictures of the character 


sitting on his throne, but the castles 
looked better. 
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NURTURE \ your rdraees eggs to hatching in 
tie Egg Room. Spells are cast on the 


s@ediing egg using your alchemy set in the 
Spell Room. 
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“Andy’s programming made most things 
possible. He gets up in the morning, turns on 
the computer, he’s there all day until two 
o'clock in the morning and then it goes off 
and he sleeps. Whilst dreaming about 
computer games. He also has this habit of 
saying, no, that can't be done’, then coming 
down half an hour later and not only having 
done what he said couldn't be done but also 
twice as much again.” 


Having done ADrum, and got all that out of 
the way, Dave and Andy approached all 
manner of companies to take Dragon's 
Breath, but they say Palace put the most into 
it, in terms of ideas for improvement. “All the 
pictures except a few are second attempts,” 
says Andy. “Originally the game was a one 
player affair, but after meetings with Palace 
we changed it to a three player game. When | 
came to the first meeting here | didn't expect 
anything like the amount of research 
everybody had done.” 

Dave added: “They'd say yes, that's good, 
but what about this?’ and we'd like it go away 
and develop it. They didn't so much tell us 
what to do, so much as suggest things that 
might be nice. In fact, in most cases they'd be 
very surprised when we came back and we'd 
actually done it.” 


The sound effects were all done by Dave, 
using his home set-up of A500, sampler and 
MIDI box, a Yamaha DX7, Roland JX3P and 
SH101, plus: “a Korg Vocoder, my mouth and 
other household items and CDs." So how do 
you go about designing sound for a game like 
this? 

“The first constraint is memory - how much 
can | use. As much as possible is what | ask 
for, and (with forefinger and thumb an inch 
apart) this is what | get... The style of the 
game obviously sets the style of the music, 
and you do the samples - and only then try a 
few things and see. If you have experience 
with the sampler you know what to go for, 
obviously. The tunes are in my head all the 
time anyway, So... there it is.” 


Dragon's Breath's graphics are quite 
stunning, with views of castles on rocky 
landscapes to take your breath away. How 
does Simon come up with them? “I attempted 
to sketch first and then draw onto the screen, 
but | found you spend two hours on the 
sketch, and put it on the computer only to find 
it doesn't look anything like the original. So | 
had to sketch on the computer, using rubber 






INSRHE Spell Room you add herbs and 
minerals from to bottles to the set, 
ch@osing to put them through a slicer, 
chopper or grinder, heat them or send 
them through cold. The resultant mix is 
collected in the glass dish at the bottom. 
if you combine the wrong things (or too 
much of the right things), then the dish 
explodes and you have to wait a turn to 
repair your set. It's worth blowing it up a 
few times just to see it happen! 





THROUGHOUT the game there are traders 
calling at your castle. They bring things 
fofyour dragon and materials for your 
alchemy experiments. 
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THE TALISMAN is what you are looking for, as finding all the bits of it and going to the 
thane room at the end of the game gives you immortality. We won't spoil the end of the 


game by telling you what happens, but you will be surprised - promise. 
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TQXENSURE that the different locations 
lggmadifferent, the scenery is built from 
Dacegrounds and sprites. 





HEBE'S the animation frames as your 
dpagon emerges from its egg, and blinks 
in itnevlight for the first time. Simon's roots 
in Comic art show through in frames like 
this, as well as his luxurious backgrounds. 





YOUR DRAGONS are found in their stalls. 
Yoipean use alchemy on them to improve 
inet attributes. To see a,.dragon's 
attributes, simply move the mduise to the 
part of the body, like stomach for General 
Nealth, and eyes for Eyesight. 


THE DRAGONS were originally drawn as 
fol separate designs with different 
n@@as, legs and tails. But they were soon 
chopped up so the same body was used 
but the body parts change. The palette for 
the dragons has been carefully mixed, so 
replacing one spread of eight colours 
alters the colour of the scales. Therefore, 
you end up with 256 different dragons! 





Bi¥eliAY of light relief, to train your 
dragens you send them on a raid under 
fullSperator control. This boosts your 
dragon's experience and resilience. Oh 
yes, and it’s also a lot of fun. 
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DAVE HANLON (Sound), ANDREW BAILEY 
(Programmer), SIMON HUNTER (Graphics) 


band on DPaint. | want to make the actual 
drawing perfect and THEN shade it.” 

It seems the problem was that he spent too 
much of his creative energy getting the paper 
drawing night, so when it came to the screen, 
nothing was left. 

“| did use a fractal generator to make the 
rocks around the castle before touching them 
up. | found it was really boring drawing rocks, 
so that solved the problem.” And very nice 
they look too. So those were his only tools. 
DPaint, fractal generator... and a book on 
Canada? 

“| had the book on Canada for the skies. | did 
one of the skies entirely by hand and it took 
ages. Then | used some of the effects that 
DPaint has to offer, such as blend and shade, 
and it worked fine.” 

Fortunately for Simon, the ST graphics won't 
have to be redrawn from the Amiga - a 
program called PicSwitch will be responsible 
for the conversion. 


Sadly, the team is shortly to be broken up. 
Andy has landed a job in Australia 
programming for Nintendo for two years. So 
sun, sea, sand, surf and hex is the order of the 
day. Simon on the other hand is currently 
working for Bullfrog with the intent of moving 
further into the comics business, while Dave 
will continue to be a freelance sound person 
for Bullfrog and others. But they did meet, and 
they did make a game together. So although 
they aren't a team anymore, Dragon's Breath 
is complete and that's all that matters. 
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HIGH-TECH toilet,” Andrew 
reminisces when you ask him 
where the name Paradroid came 
from. “That's what Technobots 
| always reminds me of... We were 
messing around with some names and 
somehow we came up with Technobots. | 
even had it on the title screen for a while,” he 
continues. “But then Paradroid came along 
and saved the day. It's a play on PARAnoid 
anDROID - everyone's out to get you.” And 
the 90? “It's coming along quite nicely. It 
should be out next year.” 

Andrew's clear about his direction: “The idea 
isn't simply to produce a 16-bit version of the 
original, but to convert the feel of the original 
and make it more appropriate for 16-bit. | 
want to appeal to anyone who enjoyed 

Es |  Paradroid the first time around but is now 

EPEEEEES in REC eC EESSEE EERE ESR eee EE ae currently enjoying what 16-bit has to offer.” 
se | But for a more complete picture of 
Paradroid 90's origins, we have to go back 
deep into Andrew's past. Before Gribbly 
Grobbly and Dragon 32s, to the days of 
| working at Marconi on an IBM Mainframe 
CMS (Conversional Monitor System), for 
which, incredibly, Andrew wrote five original 
games - all in COBOL, and all presented in 
text, before producing a real-time version of 
| “Hn S ' \\ Now here’s something for the history books. 
7 oo drew Braybrook’s first game ever was 
geese: SSS Space Chase, written in 1979. “There was a 

| 
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ee iss . Star Trek game on the system, but | wanted 
Ss » build a more interactive version. There was 
peteete eS: = trading or anything like that - you just 








Andrew Braybrook: bass player, Graftgold coder, 
Best Programmer Ever (see pages 160 and 161) 
and all-round nice guy. He’s currently beavering 
away on his first original’ 16-bit game - a 
conversion of Paradroid for Hewson. But success 
hasn’t gone to his head, and he consented to give 
Gary Penn the time of day. 











jumped around from galaxy to galaxy, 
shooting alien ships.” 

A year later came Dalek Hunt: “an early 
forerunner of Paradroid, | suppose,” he 
confirms. Spread over two lift-connected 
maze-like levels, the objective was to destroy 
Davros (the Daleks’ leader), avoiding or 
destroying the dozen or so Daleks dotted 
around (“I'm a bit of Doctor Who fan,” he 
admits). The Daleks can't turn around, so you 
can sneak up behind them and shoot them. 
You eventually make it to the lift and the 
second level. But the moment you shoot 
Davros, all the lights go out (sound slightly 
familiar, Paradroid pickers?) and the Daleks 
become invisible, their position only 
discernable when they fire. With Davros out of 
the running, you make your way back to the 
lift to the top level again... only this time there 
are more Daleks and a deadly Black Dalek - 
get it and get out in as few moves as possible. 

“With Rubble (1980) | tried to take the idea a 
bit further...” The Daleks were replaced by 
Mechanoids (which appeared in early Bill 
Hartnell Dr Who stories), and this time you 
input five moves in advance, which meant 
that: “You had to guess where the 
ee would move, but blocks 

on the screen and changed the their 
direction. You could shoot the blocks, but you 
couldn't guarantee they would disappear, and 
you'd die if you moved onto them. The 
objective was to kill all the Mechanoids before 
you got blocked in.” 

1981 saw a slight digression with the 
appearance of Navigate, a simplistic blend of 


trading and fighting action. It wasn't until a 
year later, when all the machines in Andrew's 
office were linked via a network system, that 
he created Survive (spot the ideas that made 
it to Paradroid). 

The action took place in a 10-level dungeon, 
with lifts between levels. The tension was 
further increased by the presence of two 
computer-controlled assassins, which moved 
in a predictable enough pattern... until they 
saw you. The only time you could see an 
assassin - or the other players for that matter 
- was when they were in your line of sight. A 
message informed you of another player's 
presence on your level, but of course you 
couldn't tell if it was alone. Players could ram 
each other (at the expense of energy) or 
shoot, by firstly by drawing a string of plus 
signs on the map and then pressing RETURN 
to ‘light the fuse’. 

“| thought it would be nice.to play a game 
with up to four people. A referee program was 
set up on a remote machine and it knew the 
position of all the players. Each player's 
moves were sent to the referee, then sent 
back to the other players.” 

The Paradroid most Commodore 64 owners 
have come to know and love came after the 
cute platform pranks of Gribbly’s Day Out 
and two conversions of Steve Turner shoot 
‘em ups - one for the now defunct Dragon 32 
and the other the 64. 

Paradroid's scenario concerns a fleet of 
Battle Droid-bearing freighters on their way to 
the Final Frontier. Something mysterious hits 
the fleet and activates most of the droids, who 





is is how Paradroid 90 looks on the ST 
resent. The Influence Device is to 
of the console in the centre of the 
picture. ows are used to good effect 
to further enhance the solidity of the 
metallic surrounding. 






lection of Greftgoid graphic artist 
hn Cumming's sketches for 
90 droids, including the original 
8-bit boys plus some ideas for new 
creations. 


consequently kill the human crew. With 
contact lost, the space freighter company 
beams across an Influence Device - a droid 
capable of interfacing and ultimately 
controlling hosts. 

The ID is pretty weak really, mostly 
unprotected and armed only with a low- 
powered laser. Understandably, your priority is 
to take over a stronger droid. 

Each freighter is split into decks, linked by 
lifts - although not all floors are directly 
accessable as some decks are split into more 
than one area. The idea is to make each 
freighter safe, by either disposing of 
everything on it or actually destroying the ship 
outright. You can then beam out to next. 

Andrew's been working on Paradroid 90 on 
and off for three months, and he's not 


pping text-based action in one of 
ree of Paradroid's forerunners: 
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scheduled to finish until April ‘90. He's writing 
for the ST first using Dominic Robinson's 
OOPS development system. “I'm hoping to 
make some improvements on the Amiga, like 
scrolling in all directions [it scrolls vertically on 
the ST, with the possibility of a film-like fade 
from one ‘strip’ to another] and hardware 
sprites for the score and energy displays.” 

Taking control of a droid isn't simply a 
matter of bumping into it. Having collided with 
your target, you enter a sub-game. A 
representation of the droid’s circuitry is 
displayed, and the idea is to gain control of 
more data lines than the computer-controlled 
droid. 

Apart from the Battle Droids there are many 
other types on board, like Security and 
Maintenance, and each has identifiable 
characteristics, such as speed and level of 
aggression. Some patrol set routes, some 
stand guard, some are dormant and activated 
by high activity in their vicinty, while others are 
rogue. Some detect your presence by radar, 
some require visual contact, and others, like 
the Daleks in Dalek Hunt, can be approached 
and shot from behind. Andrew has a dozen or 
so designs planned, but even more are 
required, So, here’s your opportunity to see 
your name in lights - design a functional droid, 
and send it to us. Who knows, it may get used 
and named after you if it is! 

“The pirates are more humanoid than the 
other droids, so you won't be able to transfer 
to them.” Pirates? “Yes, | thought it'd spice 
things up a bit. A pirate ship docks with the 
freighter you are on, and the pirates pour 
through the airlock. Some will probably be 
teleported in.” 

Coming up with new, innovative firepower is 
only half the battle. Implementing it is another 
matter entirely: “The problem with rotating 
robots is that you can fire in almost any 
direction, which means that the bullets have 
to be circular or you have to produce frames 
of animation for each direction. Mind you, you 
do get some interesting combinations with 
some droids only capable of firing in eight 


directions.” 


“| want to have 10 radically different 
weapons, each with different strengths and 
reload times. There's a toothpaste laser 
[similar to the effect seen in Defender] - in 
fact it could also bounce around off surfaces. 
Mmmmm... yes, and Dalek gas, a few more 
standard plasma bolts, and some proximity 
mines - you can leave a trail of them and after 
a short while they explode.” Not forgetting 
every ardent Paradroid player's favourite, the 
disruptor, which may end up behaving like the 
smart bomb in Andrew's space exploration 
epic Morpheus. “Oh, I'm hoping to have 
some rapid-fire machine guns, too.” 

simplistic cutaway side-view of the 
ship is shown whenever you access a 
lift%te move between floors. Extra detail 
has yet to be added. 
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A ndrew's first set of building blocks 
& Used to create each deck. 


more recent and more colourful 

collection of building blocks. Extra 
shades of colour are used to create more 
solid scenery. Note the extremely tasteful 
metal cladding. 


he panel flickers to life and the 

Screen lights up when you log-on to 
one of the many consoles dotted around 
the decks. You can then view a plan of the 
deck you inhabit, a side view of the ship, 
or view data on robots with a lower 
secutiry code than that of the host you 
possess. Unlike the two-dimensional 
display of its 8-bit parent, Paradroid 90 
features an impressive 3D display, 
complete with blueprint-style plan, side 
and front views. 
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Two Working weapons - the 

foothpaste laser (left) and puffs of 
corrosive ‘Dalek gas’ (left), which should 
in fact be grey in colour. 
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a a ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, 
»™ DARTFORD, KENT. Mail Order by Cheque, Postal Order, ACCESS or VISA. 
| Telephone No.: 0322 92513/92518. FAX No.: 0322 93422. 
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Save 50% by Pre Purchasing your Fast Lane ticket 
— THE FIRST 50 APPLICANTS FOR TICKETS WILL RECEIVE THEIR MONEY BACK — 
REGULAR TICKET PRICE £4 FASTLANE TICKET£2 CHILDREN UNDER 10 ADMITTED FREE 


FOR FURTHER INFORMATION 
CONTACT: 
WESTMINSTER EXHIBITION LT 
SURREY HOUSE 
34 EDEN STREET 
KINGSTON 
SURREY KT? 1ER 
PHONE: 011-549-3444 
FAM O1-547-1311 





Post to: THE 16 BIT COMPUTER FAIR, PO BOX 68, ST AUSTELL, PL25 4YB_ 
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HESE things seem to 
go up and down, as the 
Egle) et: CO lo 
ball team. But this 
month seems to be 
eye-high with music. The Zone 
Troopers’ UFO is very long sample 
of the complete opening theme 
tune to the old Gerry Anderson 
it em ciel le eRe 
the wrinklies among us — andanice 
tel =] AO MM acd 
comers to this classic science 
fiction senes. Actually it's brilliant 
the first time, okay the second time 
and thereafter it's simply ‘UFO’. 
Batman on the other hand is a 
nol-so-bad picture of Bats copied 
from the cover of the comic of the 
iim, accompanied by yet another 
rete CTO MeM lal: ere) anole tale 
Batdance. For yet another samp- 
loid disk, this time on the Amiga, 
eas eae) e tet Beigel ele 
of Stay by... well, most of us aren't 
etem alee Pele) 
rest of us too old to admit that they 
MC =]0 L100) 0-10 ee eed 
The Four Seasons or some old 
Motown crooner (any sugges 
tions ’?). It sthe one that goes: “Why 
dont you slaaaaayayayay, just a 
little bit longeeerrrr...” and jelly 
ALM OEM (elem =e Ulm re) (elm Tae 
seems to be towards rolling and 
occasionally interactive demos of 
forthcoming games. Currently 
doing the rounds are Readysoft's 
jer [ee ete 
eure be MTOM ME bere) te 
and Activision's Ghostbusters ll 

Mme Am COM crc LO Comes ees rs |e) 
Cee ae eee ee) eee Le 
see why. The Moonwalker demo 
are a well, his ‘plates 
anyway — bathed in spotlight and 
clumping across the screen. Then 
he strikes that familiar knee forward 
and on tippy-toe stance that we all 
ale) e-AReE-eR a al ee 
Reels) KERRANG! Cue 
sampled qguilar chord and the 
opening bars of Bad. From here on 
A eer ea 
store from the game, complete with 
sampled snippets of Speed 
PTT es ee Tere mer 
from his latest disc. It all looks quite 
different in a familiar sort of way, 
and makes you wonder just what 
NatteF (itm mel el een Mea toe a 
Nite te eM BU eiee Tac a 
put out of joint by an 8,000-brick 
Lego model made by the company 
Come lfelaulel( Mita Tel e=t eee uns) =] Cee 
Nato ele aes ars ee mers 
make with plastic these days (or 
words to that effect). Interphase is 
aninteresting enough 3D scenario, 
STOMATOL Ui tale ees: eh 
crowd pleasing. Far and away the 
best romp of the month is Space 
Ace, in the cartoon trailer mould 

in fact, that's probably where it 








A “You cannot beat me!” 


¥ Ace has a go anyway... 




























































































































































DEMOS 


DEMOS? Yes, demos. Demonstrations of what 
programmers or machines are capable of 
achieving. Demonstrations of talent — musical, 
visual or technical. A means of expression or 
promotion. An entertaining alternative... Each 
Tae RO eR Cte eBTol ie emer h res 
available on the Public Domain network. But we 
EL em met m elt me) det ee lace Lair Lae 
Tamar elem ale tment alate tell 
interesting to: DEMOS, The One, Priory Court, 
30-32 Farringdon Lane, LONDON EC1R 3AU. 
Please note: we can't guarantee to return your 
disks unless a suitable stamped, self- 
addressed envelope is supplied. 





came from. Itlastsforseconds butil 
seems like minutes. Theres 
sounds, voice-overs, MuUSsIC...anda 
real taste of the game. Ils gol 
ie rae Ol See aie | 
over it. As for the Amiga Hacker 
Music type compilations, we have 
Magnetic Beats by Beatmaster 
WU tee Ue i=l neem ce me | 
Sonix stuff), which gives us a dose 
ofhouse music, whether welikeitor 
not. The rather straightforward 
DTack Compilation has some fai 
enough deep house, plus a neal 
Kitaro rip-off and synthdrum all by 
ihe Flying Dutchman. Brian 
Postma. Hassle Free PD has its 
own catalogue disk, which as well 
as listing its PD wares, also has a 
couple or three demos on it. with 
Amoeba!nvaders, Tetrix (asortol 
ere) tae de et 2 ss 
The good bit is the SAE Spectrum 
Emulator Demo: yes, it's a special 
loader that looks like a Sinclair 
Spectrum loading. Best Other 
Dene MU MUU AM Arete ne OR OR tal 
weird-but-engaging Puggs The 
Alien, by Dionysus. It's an ‘off-the- 
wall (so was Humpty Dumpty - and 
look what happened to him) 
LiCl): ean ele) mer keeles 
latcw ale rs Mele mame) Oreo lene 
allthe wrongreasons youcan thelp 
thinking that if only someone would 
come up with a decent script it 
Te em MG me iA! 
Mavs: (ere Ce LO med COL ci gL ale 
plenty of format potential. And as 
Cea Rielle 818 | [Opt het ke 
next month (well he would if he 
wrote for this magazine) 


iis ye), ar | ta eta to 
are . 
er! 


r vane vas " 
& Standing tall atop Gotham, the Dark Night. 
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Your team travels the globe from London to 
, Sydney challenging all comers in the latest craze 
See that's sweeping the beaches. 
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+ controls as you lob the defences, try a lightning 
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Fe ee tee 
Continuing the tradition 
but dedicated to leisure. 


Sponsored by C&VG, SINCLAIR USER, CU, ACE and THE ONE. 


t: Buller at EMAP International Exhibitions: 01-251 6222 ext: 2406 
ee or Gary Williams ext 2518 











OUR basic fount is a 

remarkably subtle and 

sophisticated thing. It 

just sits there on your 

screen being at once 
readable and exciting — and even 
evocative — and you never really 
notice it. But sure enough, when 
you come to design your own you 
realise what a devilishly tricky 
Johnny fountography is 

And soitis with computer games. 
You can't just use the same system 
founts in your games as you use on 
your desktop or workbench, or 
everyone would justdie of boredom 
and fall over. So you have to get to 
grips with the litte beggars 
somehow. Fount design, like any 
other kind of design really, is one 
part mechanical, one part expertise 
and one part dumb luck 

The luck comes in when 
something unexpected happens, 
and you use your skills to incor- 
porate it. Founts are a sort of allied 
skillto sprites, really. It's all drawing 
small and experimenting with the 
screen resolution to get an effect 
whichisn'treally there but looks like 
it is, especially if you squint. And 
you'll squint permanently after 
drawing founts for a couple of 
hours, | promise you. 

You can use a utility (thousands 
exist in the Public Domain) or if you 
like you can even code one, using 
graph paper, a stout pencil, an 
assembler and a bucket full of 
aspirin. It's preferable togettogrips 
with a decent package if you can of 
course, as this will automatically 
save your work in the right format, 
and, onthe Amiga, even in the right 
directories. 


I‘ you have an Amiga, then 
multicoloured founts are 
available. They have an eight- 
colour palette all of their own, 
and alter the palette of any 
picture they appear in. For titling 
and such, they're priceless. 
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he possibilities are great for animation in founts. You can use aroutine to skew them like italics, or even wobble 

the raster lines to make them ripple. But how about Andrew Braybrook’'s idea of changing the colours? You 
could doan animation like ourexample here, based onthe BBC 2 lettering, which throbs in and out as you look atit! 
No stupid jokes please. 
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ne neat and very cheap trick is to base your fount around a single 

feature, like a diagonal line, being based on a circle, or even being made 
of something soft and fluffy. Ahhh! But just go through the alphabet and 
always begin from that one feature. 


Square font 


ete et ett 610665 


OE ite 





Vou have to tailor the text to the program it's for as well, soa jungle story 
could have a yellow leopard-skin fount, or maybe even a brown fount 
basedoncoconuts!? Take yourinspiration fromthe program you'rewriting. 
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ndrew Braybrook needs 
very little introduction. Graft- 
old, a software company 


he set up with friend Steve Turner, 
is one of the most famous in the 
business. His games Uridium and 
Paradroid cleaned up on the 8-bit 
formats, changing the way games 
were made, and are soon to do 
similar things to 16-bit. Rainbow 
Islands, although falling foul of 
computer business politics, is 
undeniably the best arcade conver- 
sion ever seen. 

And yet none of this has gone to 
Andrew's head: he tells you 
everything you want to know, 
without the slightest trace of 
snobbery or go-away-|'m-busy- 
ism. 


A feature of all his games are the 
brilliant founts, so how does he 
do them? 

“On Art Studio, mainly. Up until 
three or four weeks ago we were 
only doing single colour founts, but 
now we are working on multi- 
coloured ones. Actually, | say 
single colour, but they are sort of 
rainbow coloured. The first routine! 
ever wrote on a 16-bit computer 
was a fount routine which gave you 
a different colour for every raster 
line." 


What limitations are there? 

“Not many... well, just one actually. 
Memory. You can theoretically 
have any size letter you like in our 
new system, as long as you have 


but it's not very efficient. And only 
single colour, too, Mind you, having 
said that, our fount routine isnt 
THAT efficient, as you have to save 
each character separately! Can 


you imagine how mind-numbingly . 


boring that is? 

“Anyway, we had a heated 
discussion about this whole founts 
problem the other day, and John 
(Cumming, Graftgold's graphic 
designer) said he wanted colour 


founts and anti-aliasing. That's 
where you smooth the jagged lines 
out by using a darker colour... you 
know all this. So we thought 
four-colour? Nah, let's do a 16- 
colour routine. It's very flexible this 
new routine, allowing you to remap 
the colours very simply. So you can 
do an outline around the fount, and 
a drop shadow in another colour 
and fill the fount with another 
colour. Then as you change the 





colours the fount changes from 
dropshadow to outline and to 
normal, as you alter the colour. 
Neat eh?” 


Hey, that saves a lot of memory 
for different founts, doesn't it? 
“Yes itdoes. You can fit what looks 
like awhole range of founts into one 
of about 10K! And then there’s this 
new routine which prints up text asa 
string of sprites. The graphics 
functions read the text file, and 
create a sprite for that letter. Once 
the letter has been created it's gone 
from the process, so as more 
stream in the back, more print out 
on the screen. It's a small routine 
and no processor time is taken up 
by already printed letters. It's like a 
sort of granhics sausage factory.” 


Do you like founts, you certainly 
seem to do a lot of them? 
“Yes, I'mthe only onehere who sits 
down and does it. | likethe mindless 
tedium of it. Everyone else here 
won't do it. | like founts that fit 
together nicely. Like the one | did 
where if a ‘Il’ was followed by a 
vowel, I'd do a custom version of 
that vowel, like atiny ‘o', just above 
it.” 


Any advice to budding fount 
freaks? 

“There's afew approaches youcan 
take. Jeff Minter uses a basic fount 
and applies a mathematical opera- 
tion to it, like skewing itor whipping 
a line out of it. We ve got a Letraset 
book ofall the founts you can get, so 





(oon collide, hues appear and 
: er ade and shades sharpen — and 
. ae that’s only the letters! Fountastic, 
| eh readers? Andrew Braybrook 
(left) thinks so... 


the processor welly to handle it." we get a lot of ideas from that. The 


only other thing is to mess around 
until you find something that works, 
but make sure there's some sort of 
pattern to it.” 


Do you use Gem founts onthe ST 3 
and PC? ie ; ' 
“Gem on the ST has a fount editor, . 
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STUNT CAR RACER 

“The tracks are superbly designed starting with a 
| fairly straightforward but lumpy oval and progres- 
| sing to such delights complete with massive (& | 
mean MASSIVE) jump & roller coaster track which 
has enough hills to turn the stomach of the hardest 
drivers." —C & VG 
“Quite simply Stunt Car is the best racing game yet 
seen on a home computer — check it out.” —C & VG 
“Stunt Car is utterly brilliant and offers adrenaline 
pumping gut wrenching high speed action that will 
| Keep you engrossed for months—C & VG 
“An action packed game that had us on the edge of 
our seats.” —TGM 


RVF : 

The motor bike simulator of the Honda 750 RVF, Race 

on Clubman and world famous tracks. 

“A near perfect blend of simulation & action” — ACE 

“Amazing graphics” — CU 

| “If this, as MicroProse maintain is the shape of the 

Amiga games to come then everybody should buy an 
Amiga now” — CU 
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Death 


A top quality sound sampling y Variable sample rate & playback 

aystem at a realistic price. speed. 

100% machine code software for YW Separate scroll line waveform 

realtime functions. windows & zoom function with Edit 

HiRes sample editing. windows for fine accurate editing. 
3D shot of sound waveform. Wave 
editor to design your own 
waveforms or adjust existing ones. 

v Microphone & line input. 


Realtime frequency display. 
Realtime level meters. 


Adjustable manual /automatic 


record trig level. WV Software files can be used within 


other music utilities. 


The correct time/date every time 
you switch on your ST. 


Works with most GEM type 
applications. 


Battery backed Clock /Calender 
cartridge. 


On board Lithium battery for extra 
long life. 


Displays in 12 or 24 Hr. format. 


Comes complete with set-up disk & 
alarm clock utility. 


Now with this superb 512K expansion unit you can simply plug in more 
memory. Bring your Amiga up to 1Meg Ram in seconds!! 


Featuring the latest 1 Meg fast Ram chips. 


Comes complete with dissable switch (not offered by some others, including 
A501 unit). 


Available with/without clock/calendar feature. Clock version has high 
capacity NiCad battery - never needs replacing. 


Low chip count means extra low consumption. 
High grade PCB with quality connector, 
Buy direct from the manufacturer and save! 


Simply plugs into internal Ram extension slot - no knowledge at all required. 


COMPLETE 


FOR VERSION WITH CLOCK/CALENDAR COMPLETE 


v 
Vv 


¥ 


PLEASE STATE A500/1000/2000 OR ST VERSION 






¥ 
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AT LAST - A TOP 
QUALITY, FULL 
FEATURE GENLOCK 
INTERFACE FOR 
THE AMIGA AT A 
REALISTIC PRICE. 





Amiga version comes complete 
with "JAMMER" software for 
playback /sequencing of your 
recorded samples. 

Lots of useful features. 

ST version has MIDI playback 


option. Play recorded samples via 
external MIDI keyboard. 


Complete Hardware /Software 
package. 





256 x 256 display with 16 grey 
levels. 

Realtime frame grab 1/50th 
second, 

Takes standard composite Video 
input from camera or Video 
recorder. 

Screen update 1 frame per second, 
single, continuous or buffered 
display. 

Load, Save facilities including iFF 
Save. 

Edit picture, cut, copy, paste and 
undo. 

Special effects, reverse, negative, 
mirror, compress, ete. 

Increase the width of the display 
te 320 x 256 automatically or 
manually. 

Plugs into the parallel port of your 
Amiga 1000/500/2000. 

Comes complete with its own 
power pack. 


at 1a a aad < 
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Genlock is the latest “buzzword” on the Amiga - it's a device that allows you to 
mix computer text/graphics with live video pictures from either a camera or 
VCR. “Desk Top Video” as it's become is probably the fastest growing 
productivity application for the Amiga. 

Plugs into RGB port of A500/1000/2000. Provides composite video output to 
monitor/VCR /aultable TV etc. 

Switch selectable to view video input /overlay graphic or both (combined 
signal). 

Unique fader control allows overlay to fade in or out. Perfect for video titling, 
captions or your own animation productions. 

This is a complete hardware solution - no software to load. 


COMPLETE 





¥ 


V 
Vv 
¥ 
¥ 


Slimline extra low profile unit - 
only 6" long! 


Top quality drive mechanism. Fully 
compatible. 


Throughport allows daisy-chaining 
other drives (Amiga only). 


A superbly styled case finished in 


computer colours. 
1 meg unformatted capacity. 


Good length cable for positioning 
on your desk etc. 


AMIGA 
ONLY 


ADD £5 FOR COURIER DELIVERY IF REQUIRED 


<< 
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Seiteh in/out af external drives. 


Save on memory allocated for 
drives not currently in use. 





256 = 256 display with 16 grey 
levels. 

Realtime frame grab 1/50th 
second, 

Takes standard composite Video 
input from camera or Video 
recorder. 

Screen update 1 frame per second, 
single. continuous or buffered 
display. 

Load, Save facilities including IFF 
Save. 

Edit picture, cut, copy, paste and 
undo, 

Special effects, reverse, negative, 
mirror, compress, ctc. 

Increase the width of the display 
to 320 2 256 automatically or 
manually. 

Plugs into the parallel port of your 
Amiga 1000/500/2000. 

Comes complete with its own 
power pack. 


The correct time/date every time 
you switch on your ST. 

Works with most GEM type 
applications. 


Battery backed Clock Calender. 


On board Lithium battery for extra 


long life. 
Displays in 12 or 24 Hr. format. 


Comes complete with set-up disk & 


alarm clock utility. 




















AMIGA VERSION SINGLE 
DRIVE 





ST VERSION SS — 
WITH Pe oe Zp 
FREE OCP ART STUDIO = , 


(AMIGA ONLY) 


Vv DF1 & DF2 controlled. 








a 


Vv High quality direct replacement for 
mouse on ST/ Amiga. 

Vv Teflon glides for smoother 
movement. hens 

Vv A powerful partner for Desk Top 
Publishing. 


Vv Optical system counting - 500/mm. 


featuring 105 mm scanning width & 
400 dpi resolution enables you to Vv Powerful software allows for cut & 
reproduce graphics & text on your paste editing of images etc. 

computer screen. Vv Save images in suitable format for 


Vv Adjustable switches for brightness most leading packages including 
& contrast. DEGAS, NEOCHROME, FLEET- 
Vv Printout for Epson compatibles. STREET, DELUXE PAINT etc. 
v Unmatched range of edit, capture 
yy With Geniscan you have the ability facilities simply not offered by 
to casily scan images, text & other scanners at this unbeatable 
graphics into the ST/ AMIGA. price. 


COMPLETE (STATE ST OR AMIGA) 


COMPLETE WITH OCP ART STUDIO (ST) OR 


DELUXE PAINT II (AMIGA) FOR 
INCLUDING HARDWARE/SOFTWARE 


| ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 


UK ORDERS POST FREE 
EUROPE ADD £1 


Send cheques/POs made 
payable to 
"Datel Electronics" 


v Available with/without calendar/ 
clock option. 

Vv Simply plugs internally into A500 
slot. 


Vv Switch in/out with switch supplied. 
Vv Fitted in minutes - no soldering etc. 


Vv Accepts 41256 DRamse (zero K 
RAM fitted). 

Vv With calendar/clock onboard time/ 
date automatically booted. 








v Add an external 5.25" Disk Drive to Vv Battery backed to retain time/date. 
* your ST. . 
Babe beset cetacean taaerciaet FOR STANDARD CARD TO 
Vv Up to 720K!! ACCEPT 512K 
v Ideal for PC Ditte ete. 
‘caisindkiely akvtihd bi baunmuhes FOR VERSION WITH CLOCK) |}. , 
Y colours. CALENDAR DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 


NB THESE PRICES ARE FOR BOARDS GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


WITHOUT RAM CHIPS. PHONE 0782 
Vv 5.25" Disks are much cheaper too!! 744707 FOR RAM PRICES. 
PHONE FOR LATEST FULLY 


Vv Comes complete with its own 
power supply unit built in. 


ACE 4 





DECEMBER 1989 


145 





THE ONE 









li i met he a Beenie: MPRPAS! ota Peer 


p “ae Ciba 


i a a | " i 
™ b Hy | - we _— 


VEN BEFORE 

the home 

con-versions 

of Chase HQ 

make it into 
Boots and Smiths, 
Taito's sequel is 
already set to begin 
gobbling cash in your 
local arcade. 

The plot hasn't 
changed much, once 
again it’s simply a 
case of apprehending 
the motorised villains 
who are racing down 
the highway in various 
getaway vehicles. 

The main difference 
is the new improved 
speed, but clearer 
speech, extra wea- 
pons and more com- 
plex scenarios are also 
on offer. This is little 
more than Chase HO 
with knobs on - but 
surely that’s a big j 
enough recommen- 
dation in itself. 
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OU'RE not restricted to running the opposition 

off the road this time around. Instead, your 
partner pops up from the open sun roof to bjast 
them with his pistol - unless of course you're armed 
with a rocket launcher or other beefy tool. 
Whatever the means, the result is the same - the 
enemy's car bursts into flames and the offenders 
flee the wreckage into your waiting arms. 


HE MORE things change, the more they stay 

the same... although the range of missions is 
slightly different (involving hostages and the like) 
they begin in precisely the same way as their 
predecessors: with a call from Nancy at HQ and a 
quick enemy recognition sequence. 


N A continuing quest to update the original's 

Stunning gameplay, extra features are included 
such as a group of motorcycle riders who come to 
your aid and - more challenging - a Continental 
Circus-style downpour which affects your car's 
performance. 
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ATA EAST's best effort 
for some time, Mid- 
night Resistance 
was one of the few 
highlights of the 
recent Preview '90 Expo, where 
next year's supposedly big coin- 
ops are touted, promoted and 

| sold to the trade. 
| Only the Japanese could have 
come up with a plot like this: a 
| fascist Junta is holding your 
| family captive, but even if you 
| make it all the way to the end 
you can still only rescue them if 













you have collected sufficient 
funds along the way to pay their 
ransoms. 

Sick storyline aside, this is an 
all-directional scroller in the 
Strider mould in which you fight 
off the enemy onslaught from 
foot-soldiers, machine gunners 
and various armoured vehicles, 
blasting doors and manholes to 
proceed. 

Midnight Resistance is 
entertaining, chal-lenging and a 
certainty for conversion to the — 
16-bit machines. 








OU CAN can hardly expect to rescue your 

family empty-handed, so you're equipped with 
a meaty flamethrower that's boosted by purchasing 
power-ups in the stores between levels - if you can 
get to them. Ransom currency is collected by taking 
out the larger enemies, such as the tanks, 
armoured vehicles and rocket launchers. 
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LAST your way 

through the man- 
hole platforms before 
those circular saws 
turn you into sandwich 
meat. 


BUY Rn Ls 


INCE THE bril- 
liant R-Type 
damn near 
bankrupted us all 
a couple of years 
ago, lrem seems to have 
got stuck in a rut, since all 
it seems to come up with 
Matar t= el= Eee eA eb) 
of its own ageing classic. 
This criticism could 
otra t= lL em le ae) 
sie aan eels ies eae 
now also of X-Multiply - a 
fact which doesn't bode 
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ULTIPLY does offer a few new ideas, the most notable being the way 

eapons are connected to the ship by chains. These are just as deadly as 

th eapons themselves, and so there's an extra need to carefully plan the 
way you power-up your ship in order to gain the best configuration. 


HE VISUAL similarities between X-Multiply and 

em's earlier efforts are obvious. This giant 

alien is the same basic challenge seen in 

the third level of R-Type. Fiy under, then over, 
systematically destroving it a bit at a time. 
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ATARI ST AMIGA Ocean Software Limited - 6 Central Street 


Manchester - M2 5NS 
Aloe eel ee Pee 
Telex: 669977 OCEANS G : Fax: 061 834 0650 
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Games for HIF 
TRY beto 
At least 15% 


Call Ed NOW on 


aa 


RI ST 


E or arti 
re you 
oft all sottware 


Guaranteed Originals 


We have the LOWEST Membership 


Hire Fees of any ST Club 


Try our Public Domain at LOW LOW prices 


Swop your 
VERY SPEC 
All New and existin 


iginals in our SWOPSHOP 


IAL OFFICER: 
members will receive a 


FREE HIRE this XMAS!! 


New Releases 


added WEEKLY 


Monthly Newsletter plus lots of Membership Interaction 
Please enclose 
Cum-Com Solttware, Dept THO, Mermaid Ho 






ror wa) 


All the Latest Demos, and P.D. 
S/Ware at £2.00 or less per disk 
Send £2 for our cat disk, to: 


HASSLEFREE 


{includes hwo games, fhree denas, 
Meo Mirus Awers| 

168 Wolsey Way, Syston, Leicester 

LE? BNX. Tal: 0533 6o4629). 










LARGE 5.A.E. to: 
use, Norwood Street, Ashford, Kent TH2a 1DG 





DO NOT BUY 
P.D. SOFTWARE 


Al least not until you have seen the latest 
FREE catalogue from GOODMAN P.D. 
All the latest demos, games and uthhes 
available from onhy £2.00 a disk. 
Send 209 stamp or telephone 
_for further details: 
GOODMAN P.D.L. 
Ate a te 
, ete eee 
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F= CLASSIFIED COUPON *" 


possible edition. 


Name: 


Have you included the fee of 
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£6.00? 
AP PUBLICATIONS LTD 


All you have to do is fill in the coupon below including your i 
name, address and telephone number and send to: 
Classified Dept, The One, EMAP, Priory Court, 30 - 32 
Farringdon Lane, London EC1R 3AU. 

Maximum 30 words. Your advert will appear in the earliest 


16/32 P.D. 


PUBLIC DOMAIN 
FOR THE ST 


Large Selection 
Prices start from £1.00 


Send Ad SAE with 25p stamp for 
catalogue or £1.25 for catalogue DISK | 
with extra goodies to: 


35 Northcote Road, Strood 
Kent ME2 2DH 
Tel 0634 710 788 


e™ ~~ 
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@ Very latest releases 
@ Rock bottom prices 
@ Free games 
@ Fast delivery 

Write now for our Armas 


Catalogue 
CJC Marketing (Dept T1) 
Unit 2 @ 355 Newmarket Road 


AMIGANALITS UNITED 
Res PD Librory & teo pean old and to calebeote this | om 
offering all Amiga cwners the chance to ge! hold of Public 
Domain Pregramd of prices thot oreo lot lewar, be my knoreleckge, 
| than onyethere oles 
if yo guppy pour cre ides ond return posbage the copying bees 
ore celery on fifty ponce ond bot ds you com chenoass s talected 
freebie eith every ben coypiare ae ; ; 
you warnl ma io supply the cfisks on well all yew hove io cho iy 
eeclose on eotro 85p frou oon alee buy 20 blomky from me ber 
£1 00) inc pene] 
Foro directory of my librory juel send a inlanik chek ae 
return post ond poking ond ask fer o tree copy of my 
ibeory dick o send 2) 50) and | wall supply the dik atc, Maca do 
nal forgal ta give your oddrew. 


& orclers paryerite Jn 
Hay Aurt-Froa, ie0 Dale Valley Ba, Hollybrowk, 
mpion 501 GX 


NOVA PRESENTS — 
FOR THE AMIGA 
OVA PO CLL 

The Spirit of Amiga PO 
PAEE fife membership. ALL popular Amiga PO 
collections: only £2 por disk, let thre diaks + FABRE 
eviaogua disks only £5.60, Up to 78% of 
comwercial! solheware, mary mors berefige, Wriba 
Gr phone for details 

BOVA DISK MAGASING 
Issue 7 available mow — 3 diske — onby EB Garros, 
raven, orteches:, progracts and lots mons. Inchuchs 
glans for a complete sound sampler. Aetueed prion 
for NOVA PO CLUB members, Progra ART ond 
TEXT compressed by up to 5%. ChaquesiPis 
payable to WOW 
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Sada el 


Sw used oF conned Amiga and 
Atari $1 programs. FREE MEMBERSHIP. 
The economical way to serve your hobtr 
Don't leave programs on the shelf collecting 
dust. Gel replacements fo suit your tastes in 
software for a traction of the cost of new 
programs. How? = Jusi send a SAE for full 
details to 
UK Software Exchange 
Club (THO) 

15 Tunwell Greave, 

Sheffield, 55 9G6 








ATARI AND 
AMIGA SOFTWARE 


We hawe an all round selechon of disks. 
FOR HIRE. Apoly now and hire your first four 
james free. Around 1,500 different onginal tiles. 
Por full details send a stamped addressed envelope 
Of telephone Tureday to Friday, 7pm-1)pm. 


LOW ATARI PRICES 
dter| 620 STERA foe 66 post free + 15 ditke 


Amiga ABO at ony EX7S. 00 poet trem 
BEST QUALITY DISKS 
Top quality unlabelled 3¥2" double sided disks 
1 


O for £12.58 
265 for £70.06 


Happy Discovery cartridges for the 
ST 


Only £108.90 of £289.80 for 2 
Uses include running Mac Software and backing up 
and ST software to date 
send SAE for cates 


GAMES & SOFTWARE 
Dept THO, 35 Tilbury Road, Thorney Close, 
Sunderland SAA 4PD 
Tel: (091) 528 6884p: P. Taylor 


WCA BUSINESS SYSTEMS 


We offer a wide range of software for the Commodore 
Amiga and Atari ST machines. AM the latest teks al 
competitive prices. We alec stock a wile range of 
jeyelicks and peripherals. 
HARD W A 


Armaga ASOO with 1.4, Phekon Paint ard! Moculasor 
‘Eo 5 


Atari 5205TFM Explorer Pack £290.80 
Atari SM124 12° High Resolution Monitor £149.05 


DISKS 
10 unbranded Top Quality OS/DD £9.96 

10 Gokimasier Cisks D500 £14.50 
10 Manel! Disks DSDD tae 
10 TOK Dieks DS/D0 Ee 

Ai paces inciude WAT ano Carriage 

Foe your tee calalogue coMact us stating male anc 
mode! of marine 


WCA BUSINESS SYSTEMS 
Te te Cit eee a) | 
ee et | ed Pa Pb 





COMPUTER REPAIRS & SALES: 
* AMIGA * ATARI * 
COMPETITIVE PRICES 
All types of home computers: Amstrad, 
Sinclair, ete — prices from £7.00 inc VAT 
and post and packaging and three month 
guarantee, 

Also available: spares, software, cables, 
peripherals etc. 

WE STOCK SAGE BUSINESS SOFTWARE 
SALE OF AMIGA AND ATARI COMPLITERS 
Tel: (0702) 618455 for immediate estimate 
THE COMPUTER FACTORY 
Analytic House Unit 18A, 
Grainger Road Ind Estate, 
Southend-on-Sea 












5 DISKS OF AMIGA PD copied for £3.00, 
includes Space Ace, Batmix, latest demos 
etc. Other disks copied for 90p. Disks, Cash, 
postage, to me, Andy, 40 Vine Road, Back- 
ford Cross, S Wirral, L66 2XX 

ATARI ST Original for sale, more than 150 
programs, from £2.50 up to £10.00 each. 
Also like to buy or swap. J Vroem PO Box 76, 
2GGS 2J, Heerjansdam, Holland. 

ATARI ST Originals for sale. Prices from 
£3.00 including Bloodwych, Populous, Robo- 
cop, Rocket Ranger, Darkside, Battle Chess 
etc. Please tel: (0273) 820112 for full list. 
ST DIGI GRAPHICS DISK, Any subject 
£6.00. Also Graphics Adventures written. 
Just state interests £12 inc M Cowley, 1 
Severn Road, Stonehouse, Glos GL10 2DJ. 
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CORNWALL 
Truro Micro Ltd 
Bridge House, 

New Bridge St, 
Truro, 

Cornwall TRI 2AA 
0872 40043 


Helston Computer Centre 
Russell Knights House, 
Coinagehall St, 

Helston, 

Cornwall TRI3 SEB 


DEVON 
Computerbase 
21 Market Ave, 
City Centre, 
Plymouth, 
Devon 

0752 672128 


Flagstar Computers Ltd 

The Totnes Computer Centre, 
| Apple Lane, 

High Street, 

Totnes, 

Devon 

0803 865520 


The Games Cupboard 
5 New Bridge Street, 
Exeter, 

Devon EX4 3/W 
0392 214128 


DORSET 
Columbia Computers 
17 Columbia Road, 
Bournemouth, 
Dorset 

0202 535542 


ESSEX 

EES Computer Ltd 
68/90 London Road, 
Southend on Sea, 
Essex SSI IPG 
0702 354624 

O702 335443 


liford Computer Centre 
(22 Lex Street, 

lfard, 

Essex 


Ol 553-4139 


AO YOU CM ESt VE bit genes 


HERTFORDSHIRE 
Faxminster Ltd 

25 Market Square, 

Hemel Hempstead, 
Hertfordshire 

0442 55044 


Games Keeper 
10 Station Road, 
Letchworth, 
Hertfordshire 
0462 672647 


a eee ee 
KENT 


The Micro Machine 
354 High Street, 
Chatham, 

Kent 

0634 83/870 


| errr ee 
LANCASHIRE 

PV Computers 

104 Abbey Street, 

Accrington, 

Lancashire BBS IEE 

0254 35345 


VU-Data 

203 Stamford Street, 
Ashton under Lyme, 
Greater Manchester, 
Lancashire 

O61 3390326 


ee ee ee 
LEICESTERSHIRE 


Mays Computer Centre 
o/ Churchgate, 


Leicester 

0533 516789 

| ees se 
- 

LONDON 


Adams World of Software Ltd 
779 High Road, 

Merth Finchley, 

North London N12 

Ol 446-224] 


Adams World of Software Ltd 
265 Station Road, 

Harrow, 

NW London 

0) 86372462 


Spectresoft 

Jubilee Covered Market, 
Covent Garden, 

London WC2B 

Ol 2401765 

(Tues-Fri only) 





ST and Amiga Shop 
202/203 Shopping Hall, 
Myrtle Read, 

East Ham, 

London E6 

Ol 4718900 


NOTTINGHAMSHIRE 
Long Eaton Software Centre 
Commerce House, 

West Gate, 

Long Eaton, 

Nottinghamshire NGIO IEG 

0602 72 555 


MIDDLESEX 
JKL Computers 

? Windsor Street, 
Uxbridge, 
Middlesex 

0895 51815 

Fax: 0895 811701 


Adams World of Software Ltd 
190c Station Road, 

Edgware, 

Middlesex 

0! 9520451 


SUFFOLK 

Bits and Bytes 

47 Upper Orwell Street, 
Ipswich, 

Suffolk 

0473 219961 


| ee ENE 
SURREY 


Barkman Computer Services 
Ist Floor, 

Cardinals, 

Kingston, 

Surrey KTI IVY 

Ol 546594| 


eee eee es en 
SUSSEX 

Worthing Computer Centre 

7 Warwick Street, 

Worthing, 

West Sussex 

0903 210861 


Gamer Computers 
1| East Street, 
Brighton, 

East Sussex 

0273 728681 


SOCCIHIST 


WALES 

Bucon Ltd 

Micro Store, 

35/36 Singleton Street, 
Swansea SAI 3ON 
0792 467980 


Soft Centre 

28-30 The Parade. 
Cwbran Town Centre, 
Gwent 

06333 68) 31 


WARWICKSHIRE 
SPA Computer Centre 

68 Clarendon Street, 

Royal Leamington Spa, 
Warwickshire 

0926 337648 

Fax: 0926 475985 


ee sere ee eens ae 
YORKSHIRE 


just Micro 

22 Carver Street, 
Sheffield, 
Yorkshire S| 4FS 
O742 752732 


tL 5 a a, see wer | 
SCOTLAND 


Vic's Computer Supplies 
31-35 South Street, 
Perth PH? 8PD, 
Scotland 

0738 36704 
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= JUST £20 PUTS 
YOUR SHOP 
IN FRONT OF 
39,219 16 BIT 
GAMES 
PLAYERS! 
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Apart from spook-etti, what is a ghost’s favourite food? 


Apart from In-spectre Morse and Horrorday ‘89, can you name a 
ghost's favourite Television Programme? 
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Hey Ghoulish Lover by Exorcist Express is a recent spooky 
smash. But what is a ghost’s all-time favourite song? 
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The editor's decision is final and no correspondence wl D 


‘DELETE AS APPLICABLE = aiterad into 








SS 


a | 4 a5 : \ a \ \ | | 
QRINve | Re tours ee ie : 
hae ae PT Oa et Tsao yl 
eaaiete a z Oks Oe 
me at) B , ber 


Bring Eee DUC (eam PTs eG of the newly appointed 
PLAYER MANAGER, an International class player, as he takes 
charge of a thirddivision club. His success depends on four distinct 






aspects of the game. 


ATARI ST £19.95 


vy, CBM 64 - SPECTRUM - AMSTRAD - 


petite diy ph cbs Sa i | 800 £9,95(Cassette) £14.95 (Disc 
This part of the game is a refined version of the KICK OFF, caine (Cassette) £14.95 (Disc) 


retaining it’s pace, flavour and the universally acclaimed game 
play. Play in your position or control the nearest player. 
The first option combined with a tailor made tactics can 
play havoc in the opposition goal mouth. 

MANAGERIAL SKI 

Devising winning tactics, acquiring players with right skills 
from the Transfer market and selecting a well balanced team 
is the test of his Managerial skills. When to hang his boots up 
is the toughest decision he has to make. 

TACTICS 

Four well proven tactics are provided to suit most situations 
but you can design your own tactics. See the ele eco 
using the Ray Trace facility. 





THE PLAYERS 

Over a thousand players in the four division league. 
Each player with a unique combination of the 
following attributes: SHOOTING ACCURACY, 
PASSING ACCURACY, PACE, STAMINA, APPLI- 
thie AGGRESSION, HEIGHT and TACKLING 
KILL. - 

These attributes are influenced by the player's 
Age, Mental and Physical Dexterity, Quality of 
Experience, Weight, Temperament and Morale. 
There are several other factors such as injury, 
disciplinary points, unsuitable playing position 
which influence a player's ARAL LLL 


Semler eee MmM l ueina ium Cn CIC CR CCR Ten hte Ete 
plans of a manager. The PLAYER MANAGER brings everyday realities of a Manager's life, his talents as a manager 
-and a player into a sharp FOCUS. THE FOCUS IS ON YOU. Mt nae! : 
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Gl i VE oa Gas ROR CTW LTO csr Vicee sel Estey 
—— « ) je yO) 51 4) Mail Order by Cheque, Postal Order, ACCESS or VISA. 
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17BIT SOFTWARE 


THAT BIT BETTER THAN THE REST! 


THE UK’s LARGEST AMIGA ONLY USER-CLUB WITH OVER 7,500 
MEMBERS, AND A REPUTATION SECOND TO NONE FOR SERVICE 


17Bit have one of the largest PD Selections around and prices start from just £2 per disc* fully inclusive of 
all postage and packaging costs. All PD used is the best around, you would be amazed at the ease of use and 
quality of it all ... so good other libraries use the discs and claim they have compiled them! 50 make sure you 
deal with the people in the know ... And we don’t just handle PD, we supply all the latest software at amazing 
prices to members, give out hints, tips and help with all sorts of problems and much more ... Subscribe to the 
best Disc-Magazine around ... NEWSFLASH (from 17Bit/UGA) - Only£2.99 per issue! 
Join now! Quickstart + Pack: Utility Disc, Demo Disc, Catalogue Disc and 


an issue of our Disc-Magazine PLUS Membership for just £6.50 
| 17 BIT SOFTWARE, PO BOX 97, elec 
[| WAKEFIELD WFI11XX,ENGLAND == 
CALL 0924 366982 


UC eer CCM CR Mtoe nM Me . 
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CG Tr: Is 
41 SOUTH STREET 
LEIGHTON BUZZARD 


POSTAL ORDER PAYABLE TO 
eee ee eS 
£5 P&P FREE, UNDER €5 






“TURBOSOFT 





m) ST AMIGA SiAPC F4PC TITLE ST AMIGA vi aPC ie al 
ee eal a iy SEAL aati ae era ee ace roan thle PLEASE ADD 50P PER ITEM. 
MAIL ORDER ONLY Fzg RETALIA 16.99 1699 MA NIA NEW ZEALAND STORY 1398 1695 NIA WIA EUROPE ADD £1 PER ITEM 
: FALCON MISSION Dist 18 19 AA AA ORTH AND SOUTH 16.95 1609 NVA AA j 
TEL 0525 377974 FERRARI FORMULA 1 16.39 16.89 16.98 16.98 DNSLAUGHT 16.98 169 NA WA OVERSEAS ADD £1.50 PER 
TLE ST AMIGA SPC J4PC aE TORRES Ee OS cee a ERATION NTT ae a an ITEM. PLEASE STATE CLEARLY 
1 POOL 12.99 1299 N/A MA FLIGHT SIMULATOR I 78 7 7 8 ouTRUN 199 799 759 MA TYPE OF COMPUTER 
. 8 ATTACK SUB AA AA 1999 1939 FUGHT SIMULATOR If WA MA 3750 3750 OUTRUM EUROPA 118 1 a A — aM _ 
: ACTION FIGHTER 15 16 1199 AA FUGHT DISC 1107 WA MAT WA Pay 165 163 16. WA TLE 37 AMIGA PAPC PAPC 
= ADDEAS GOLDEN nee 1.5 169 WA AA FUGHT DISC 79,11 15 195 oo FACLAMD i 59 AA HA WILD STREETS 1S 144 1 13-99 
ec! AIRBORNE BANGER 16.99 1699 16.99 16.59 FUGHT DISC ERPE. JAPAN 14.95 1495 1495 M/A PACIMANIA 644 590 WA ASA WORLD CLASS LDERBOARD 799 78 7.99 WA 
a ALTERED BEAST 1.5 1699 16 WA FOOTBALL DIRECTOR ti 13.98 1094 109 WA PALADIN 4 “75 19.99 WA DEMON || MEGABLAST 16.99 1659 16.55 NA 
=e APA 113 114 169 168 FOOTRALL MANAGER 1 ce 59 699 MA PAPEREOY D110 165 AWA ART, SUNOS AMD UTILITIES 
fe! ARCHIPELAGOS 16.99 1699 1699 WA FORGOTTEN WORLDS 135 1d 1 A PICTIONARY 16.99 16.99 16.99 16.99 A DALI 7 WA MA 
me ASTERIX 11.8 11.4 16.8 16.5 FUTURE WARS ih ho WA AA PIRATES 1. AA 1 1658 ADVANCED ART STUDIO is WA AA MA 
ne, BALANCE OF POWER 10 | (16.95 16.59 16:99 16.99 GARZA'S SUPER SOCCER © 14.55 1454 16.59 1608 POLICE GUEST 1 OR 2 16.38 1695 16.59 16.99 A-MAY A AA BA 
as BARBARIAN iil {Palace} 18 16 WA AA GHOSTBUSTERS Ul 18 19 16 AA POOLS OF RADIANCE 1S AS A-MAX WITH ROMS WA ass N/A MA 
i BARDS TALE | 1S 1S) 1) 7 GUMSHIPF 16.99 1699 Foo Fo POPULOUS 1 1S 6S 16 AMOS wi MA A 
im, BARDS TALE Ul PES 16.59 16-09 1639 HARD AMVON' 1 13.8 139 AA POPULOUS PROMISED LAND 659 699 WA MA DEGAS ELITE 17.35 WA MR AA 
= BATTLEC HESS 16.99 16.99 16.99 16.99 HEROES OF THE LANCE 15.99 16.99 16.09 16.99 POWERDRIFT 13.99 1699 1699 16.59 DELUME PAINT 3 WA 4099 6999 AWA 
+h BATMAN THE MOVIE 1S 164 mA WIA HILLS FAR 1635 16459 16.95 16.59 PRESIOENT & MSSM 163 16 16.5 AA DELUME PAINT 3 WA 2999 MA AA 
= ye _s oo TiS 1659 WA AA INDY JONES ACTION GAME 13.99 11.89 1.09 N/A QUARTZ VES 1699 16.98 16.99 DEVPAC 2 ano WA NA i 
oe Tie 1635 1608 1888 INDY JONES ADWEMTURE 16.99 1698 1698 (N/A RAINBOW ISLANDS 88 1299 WA WA DIGICALE 71.98 7799 27.89 WIA a 
pt BEACH VO VOLLEY sd vias WA WA INFECTION 4 4 49 WA BED LIGHTMING a9 1959 1909 WA FANTAVISION WA 9 8 NA a 
= BLADE WARRIOR 1699 16.99 16.99 1609 INFESTATION 71639 1659 WA NA RED STORM RISING 1.59 MA 16.99 16.99 ART, SOUNDS AMD UTILITIES = 
= BLOOD MOMEY 18 16.59 AA one INTERPHASE 19 100 1999 14 = DANGEROUS 16.599 16.59 16-98 AA TITLE $7 AMIGA GMPC FAPC ‘, 
“ss, BLOOOWYCH 1.5 1659 WA AA ROM LORE 799 17099 1799 1 1s WA FIRST WORD PLLIS: oe WA AA MA = 
= BOMBER ; 1889 10:59 24.09 2.39 IVANHOE 118 1699 WA WA ROBOCOP 13.9 1699 1199 WA @ GFA BASIC VI WA 7959 WA NA a 
A BRIAN CLOUGHS FOOTBALL 639 659 Goh 699 sack NICKLAUS GOLF 16.59 1659 16.98 1699 ROCKET RANGER 16.8 169 98 WA GFA COMPILER 9 WA AA NA os 
me BRIDGE PLAYER #00 1199 13.99 13.99 AA Dene os os AWE, HONDA 16.33 1635 AA AA HESOFT BASIC 9 WA NA = 
= CABAL 13.39 16.99 WA AA ra FIGHTER WA WA 77.50 77.50 SHADOW OF THE BEAST == 71.89 7.99 WA - KiMOWORDS. MA 379 WA NA * 
ar CAPTAIN BLOOD i & se 6% JOAN OF ARC 16. 169 1 A re SHINOBI 13.99 1295 NA LATTICE ee AA OA = 
<<, CARRIER COMMAND 1699 16.98 16.98 16.8 KEEF THE THIEF 16.99 16.99 16.99 16.50 SHLENT SERVICE 16.09 16.99 1699 me MASTERSOUND 7 WA WA NA Ms 
= CENTREFOLD SOUARES 13.99 13.99 13.99 12.99 KiNG oF CHICAGO WA 2 89 MA SIM CITY WA 0 1 BA MAMS BEACONS TYPING 19.59 19:59 1999 NVA = 
a CHAOS STRIKES BACK 1199 199 AA AA 12.95 1299 169 AA SKATE OF DIE 9 1699 169 16-59 MINI OFFICE PROFESSIONAL MA WA US A ; 
aint CHASE WO 11.99 16.59 N/A WA ionon QUEST nck (LLnL) a8 1 1 1 acres one LIE 1499 188 1 PaO saunp DESIGNER 4.5 505 NVA MA ae 
= CHE DO TIOOEM) 16.99 16.93 16.98 16.89 WINGS 9.95 1899 189 10.08 SPAC 29 26.99 76.95 76.98 PROTEXT V On WA ae! 
a CHUCK YEAGER'S AFT. WA WA 16.99 16.99 Kn aPoAcE 1488 14 1 SPACE QUEST 1On WW 1658 159 1698 16.99 UANTUMA PANT PRO Bs WA NWA MA at 
oe COLOSSUS CHESS Wf 16.39 1639 N/A AA 15.559 1999 159 AA SPACE QWEST il To 19.00 19.95 19.99 SPECTRUM 512 255 NA NA MA ata! 
= =: COMMANDO) 119 12.95 16.99 NA EASER S0UAD 16.99 1699 16.99 16.99 SPEEDBALL 19 1599 9.08 oe ST0S 9.99 M/A WA A sf 
“=, CONFLICT EUROPE 1.98 1690 18.80 TLRs LAST MIMJA Il 12.99 1699 1659 NA STARGLIDER l 1699 1699 16.98 STOS COMPILER 109 WA WA WA ate! 
CONTINENTAL CIRCUS 1.9 1259 WA AVA [BAD (WCONIGM/AMIGA) 11.99 1659 AA WA STEVE DAVIS SMOQKIER 1299 1399 WA WIA STE MAESTRO 1699 AA WA BA te 
se a 16 1659 1h AA LEADERBOARD BIRDIE 1.4 16 WA NA STRIP POWER [+ 4 68 WA AA STS MAESTRO PLUS 2 WA WA BA os 
a8, CRAZY CA 11 19 be LEISUIRESNT LARAY 18 1049 13:8 13.09 STUNT CAR RAVER 139 165 WA AA STOS SPRITES 138 AA BA AA ne 
= CURSE OF AZURE BONDS WA WIA Z1.90 2 LEISURESINT LARRY il hse 18.59 198 1988 STRIDER Tse 1399 10.09 NIA ST REPLAY 4 9899 WA WA WA i 
=; DAMOCLES 1S 1s eS tea LICENCE TO KILL 12.99 1999 15.99 15.99 SUPER WONDERBOY 3.99 16.99 16.99 NA SUPEABASE PROFESSIONAL Wa55 199 WA NIA sam 
a DARE SIDE 16.99 16.99 AA a LITTLE COMPUTER PEOPLE 499 499 499 WA SWORDS OF TWILIGHT 139 1659 16.09 ANA SUPER CONDUCTOR 1 AA N/A MA a 
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TANLEY Kubrick’s film 2001: A 

| Space Odyssey made some 

revolutionary assumptions 

regarding the future of computers. 

Even before the first man had set 

foot on the moon (using a mere 64K of on- 

board computer memory), Kubrick predicted a 

super-powerful, independently thinking 
machine - Hal. 

This multi-circuited mega-brain wasn't just 
capable of working out split-second calculus, 
defining probability factors or running a whole 
spaceship by itself - it could actually perform 
every intellectual task a human being is 
capable of - only about 50 times faster. In fact, 
Hal's circuits so closely resembled the human 
brain that a malfunction manifested itself in 
uniquely human terms. Instead of losing a few 
flashing lights or a circuit board, Hal became 
paranoid. 

Of course, if you were to believe everything 
you saw at the movies or read in books you'd 
quickly begin to suffer from a very nasty 
personality disorder. On the other hand, 
supposing you could go back in time, it would 
be pretty hard to convince a Victorian that 
your rantings about the successful Apollo 
missions were perfectly sane. 

Everyone's familiar with the cliche; what 
sounds like science fiction can all too quickly 
become science fact. Who'd have thought 50 
years ago that one of the most successful 
marketing ploys of the '80s would be the 
Filofax? Who'd have thought that only a 
couple of years years later one of the second 
biggest marketing ploys would be the 
computerised Filofax? 

The big questio 

are we really likely to see computers with the 
artificial intelligence capabilities of Hal within 
the next 10 years? To find the real answer 
you'd need a time machine, but judging from 
some of the problems encountered by 
scientists attempting to simulate even the 
simplest human abilities (walking, talking, 
hearing, thinking) the dawn of the fully 
independent, intelligent computer is still a long 
way off. 

Computers are better at some things than 
they are at others. Program a system to work 
out the biggest prime number calculable and, 
providing it's powerful enough, it'll come up 
with a 65,087 digit figure. Ask it: “Hi, how are 








you doing, tiger?” out loud and you might as 
well be talking to a brick wall. What comes 
naturally to human beings is almost 
impossible to translate into computer terms. 

Human intelligence is extremely subtle. It 
learns almost automatically from the data 
provided by the five senses, it generates new 
ideas, adjusts to new sources of knowledge 
and relies on almost limitless memory 
capabilities. On the other hand, most 
computers which give the impression of being 
intelligent actually rely on pattern matching 
(comparing input, say to an adventure game, 
with stored templates) or traditional logic. This 
stipulates that if an assumption is true once, 
it’s always true. 

Most computers can't modify their programs, 
learn from their mistakes or apply their 
problem-solving skills to more than one 
subject. A car mechanic could conceivably 
apply his knowledge to mending a motorbike: 
Ken the computer might have a more exact 
knowledge of the capacity of a Mini, but give 
him a Honda and he'd draw a blank. 

Research into Artificial Intelligence (Al) 
continues apace, but although computers are 
capable of solving low-level intelligence tasks, 
displaying some visual and voice recognition 
ability, it's looking pretty unlikely that the all- 
singing, all-dancing computer is going to 
make its debut by the year 2001. 

In 1961 Japan pledged itself to produce ‘5th 
generation’ computers capable of a wide 
range of artificial intelligence techniques. Rival 
companies agreed to exchange information 
and work together to produce machines with 
relatively high-level visual, speech and 
problem-solving capabilities in 10 years. 

They’ve got two years left. 

What will finally be achieved remains to be 
seen - but, barring revolutionary 
breakthroughs and discoveries, one thing's 
certain; it won't be a computer quite like Hal. 


EXPERT ON A DISK 


Suppose you're an oil baron who's 
prospecting so much in Alaska, that your 
fields are starting to resemble a hunk of 
cheese. All the data you've collected needs 
expert analysis, but expert advice doesn't 
come cheap and you'd probably need to hire 
more than one boffin. So what do you do? 


Commission your own computerised expert 
system, that's what. 

Expert systems are one of the fastest 
growing commercial offshoots of Al research. 
Basically, they act as a specific knowledge 
database which just happens to be able to 
give advice as well. All the user has to do is 
type in the relevant information or respond to 
questions the system asks and it should come 
up with a few gems of expert advice. 

Expert systems currently in use are capable 
of diagnosising and prescribing drug dosage 
for various types of meningitis, advising users 
on the best routes for transporting radioactive 
waste and, for budding JRs, interpreting 
incomprehensible jumbles of oil-drilling data. 

Expert systems can’t actually think. They 
operate using logical IF... THEN inferences (if 
you went to a party last night and you've got a 
headache, then take some aspirin) which 
create chains of artificial thought. Because 
they can't reason or use their problem solving 
powers on more than one subject area, expert 
systems can't replace human beings. 

But what they do provide is a useful tool for 
living, breathing experts whose memory and 
powers of systematic thought aren't always as 
infallible. In fact, some artificial experts 
manage to contain much more information 
than any Einstein could remember. Believe it 
or not,’the world expert on soya bean 
diseases is a computer program. 


operation of complex internal 
stems such as you'd find in a 
Y. power plant often comes under 
the auspices of artificial experts. The 
accident which occurred at Three Mile 
island in 1979 demonstrated just how 
important it is to have a human window on 
automatic decision making. When valves 
controlling the flow of cooling water failed 
to function properly, the computerised 
system made a corrective decision which 
was so unusual it looked like a 
malfunction. Human operators overrode 
that decision and compounded the 
problem. The result was a badly 






contaminated reactor and a serious 
radiation leak. Most expert systems 
currently in use have an inbuilt capacity to 
retrace their reasoning for the user. 
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nlike your average Kasparov, most chess-playing programs base their tactics on 
ystematic selection of the most valuable moves using two basic techniques; mini- 
and alpha-beta pruning. Mini-maxing involves selecting the most advantageous 
position for the next move and then looking ahead in the search tree for the value of 
possible resulting positions. Alpha-beta pruning reduces the number of moves to be 
examined by cutting out low-scorers or 

no-hopers. 









ust like real life! Some of the meanies in the mysteriously unreleased Rainbow Islands 
re so smart they've obviously got 10 GCSEs and an A-level under their belt - others 
t plain thick. The secret of individuality is to give each character its own individual 
ram. Thickies are programmed to walk 10 steps to the left, then 10 steps to the right 
- no matter what's in the way. Smarties turn around when they get to a gap and real 
brainboxes actually jump across platform gaps. 
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tll be years before anyone can expect to 

have an artificially intelligent micro in their 

home and even then it's likely that you'll 

need lots of K factor - plenty of memory 

and even more cash. If it ever does arrive 
though, the entertainment possibilities will be 
endless. Imagine listening to a system 
capable of making up its own creative musical 
compositions, reading aloud in different 
voices, making up its own stories and 
generating new ideas for games. Meanwhile, 
we'll just have to be content with the 
programs we've got. And from your average 
blaster to elaborate programs designed to 
test your stress levels from your galvanic skin 
response using a bio feedback mouse, they've 
all got one thing in common: however smart 
they look, they haven't got an ounce of real 
intelligence between them. 


s yet, circuit boards and 

microchips can't mirror the 

workings of the neural networks of 

the human brain effectively 

enough. If you can't beat them, 
join them; in other words you try to build your 
own alternative cell-based, meurally 
networking brain. 

The development of neurocomputers, a 
brain-like structure made up of multiple 
neuron-like processors is still in its 
comparatively early stages, but neural 
networks are already capable of learning from 
and assimilating new data and adapting 
automatically when new sources of 
information are introduced. 

Like all human beings from Einstein to the 
Elephant Man, they're capable of making 
connections and applying their abilities to a 
much wider range of subjects. Unlike most 
human beings, the extent to which they're 
able to apply all this is still pretty limited. One 
major hurdle is that no-one fully understands 
how our own brains work. As far as Al 
research goes though, neurocomputing is the 
one to watch. 


ew Braybrook, who's currently 

gramming the 16-bit version of the 
imM@ensely popular Paradroid, figures that 
one of the main signs of apparent 
intelligence is non-player characters 
awareness of their environment. They 
have to give the impression that they're 
personally in control of what they're 
doing. All the droids in Paradroid have a 
selection of several different possible 
moves. Random numbers ensure that it's 
impossible to predict which one of its 
allotted moves a droid will perform next. 
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Game Speed Sound Crazy Eights 


you want to make a program smarter, why not let it cheat? One way of getting a 
mputer to bluff, bet or anticipate your next move is simply to let it see a couple of 
rds. You could apply the same principle to an arcade game in which you had a set 
number of puzzle pieces to collect. The computer could sneak a look at the objects in 
your pocket and then muster all its forces to defend the final piece of the puzzle to the 
hilt. i 
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IT’S ALL OVER BAR 





THE SHOUTING 


SECOND ROUND 


CRUCIAL STREET CRED 
IMAGE 


Having whittled the field down to eight, we put our 
digital balls back in their electronic velvet bag to 
make the draw for the next round. This was to be 
even more biased and fixed than the last, with 
qoals being awarded for what we adjudged to be 
either undoubtedly trendy and desirable or else 
highly embarrasing and crap. Here's how it went. 


lan Bell and David Braben 2 
Very nich (2) 

Jon Ritman 1 

Alright at PC Show 


Almost a non-event, this match. We awarded Jon 
one goal for having a pleasant conversation with 
him a couple of years ago on the Ocean stand at 
the PC Show, but in the end we felt that Bell (and 
even more so Braben’s) image as the prima 
donna of the games writing world should not go 
unrecognised, and we awarded the pair two goals 
for being staggeringly rich and famous. 


Andrew Braybrook 5 

Rock star, came to see gigs (2), came out for Greek 
meal, spotted wearing anorak (OG) 

Archer Maclean 2 

invited us up, spotted wearing anorak - with velcro fas- 
teners! (OG) 

Andrew opened the scoring with a goal by his in- 
ternationally acclaimed bass playing, which he 
quickly followed up by claiming a brace of goals 
for coming to see our own band at a couple of 
gigs (nice one Andrew). Archer managed to 
poach one back when we phoned him up one day 
on the off chance and he was very friendly and 
helpful. It was not to be Archer's day though, as 
he couldnt match the fact that Andrew used to 
live a few miles down the road from us, so inevit- 
ably one day we all went out to Zorba’s (the 
Greek restaurant). Little did Andrew know that 
night as he downed his kleftiko with a glass of 
house white, that he was actually in the process 
of scoring a goal in the quarter finals of the most 
complete software authors’ challenge ever de- 
vised. Late disappointments hit both teams, as it 
was uncovered that Andrew and Archer had both 
been spotted on separate occasions wearing hi- 
deously unfashionable Parka anoraks. 


Geoff Crammond 1 
Elusive and mysterious 
Dino Dini O 


Five minutes into the second half, Dino opened 
the scoring with a goal by his outstandingly crass 
rock star image (ligging, gigging, life on the road 


and all that). Geoff called upon his distant and elu- 


sive demi-god approach, to pull off a "Howard 


Hughesish" equaliser. The match then settled 
down until five minutes before the final whistle 
when a highly controversial decision was made 
that would decide the contest. The trouble started 
when the referee (inspired by a hefty bribe) sum- 
moned Dino to the touchliné and informed him 
that he had been judged to have handled the ball 
when he scored. “| wanted to get hold of that Ma- 
donna geezer and grab him by his short and cur- 
lies," he said. “| know that all foreigners aren't the 
same, but | can't take any chances. So just to be 
in the safe side |'m disqualifying your earlier goal 


on the grounds that the chances are that you prob- 


ably tried to Knock it in with your hand.” Life's a 
bitch Dino - especially when you write soccer 
games for home computers. 


Jeff Minter 6 

Far Our, journalistic duo-career, planetarium Show, 
French villa, Welsh farm, livestock fetish (OG), bad man- 
ners al party (OG) 

Nick Pelling 5 

Mysterious (Orlando) image, rock star, came to gig, bad 
keyboards at gig (OG) 


Minter quickly nudged ahead with goals coming 
from his far out being and his journalistic exploits 
(both crucial image builders), but the ever elusive 
Orlando pulled a goal back for having such a mys- 
terious psuedonym and also for being a keyboard 
playing rockstar. The llama-luvva pulled ahead 
once again with his bread-headed goalscorers - a 
villa in France and a farm in Wales - but then he 
conceded an unnecassary own goal by attending 
an old party in Mr Penn's old flat in Ludlow and 
choosing not to pass round his “roll your own", 
Nick equalised by turning up to our last gig, but 
blew it all when he got totally rat-assed, came up 
on the stage for the last two numbers and played 


the keyboards horrendously loudly and tunelessly - 


another own goal. Jeff's shameless overindul- 
gence in keeping the company of vulnerable and 
highly mixed furry animals served to put Nick level 
again, but the decider was eventually to be Jeff's 
unprecedented piece of showmanship when he 
displayed Colourspace at the London Planeta- 
num, what an egotrip... must be the goal of the 
season! 


SEMI-FINALS 
TECHNICAL ABILITY 


90 with the field reduced to just four contestants, 
we go into the semi-finals, and this was the round 
where we were to compare the technical merits of 
the various programmes under scrutiny. This is 
what happened, when the draw was made. 


Geoff Crammond 5 

Revs, The Sentinel (3), Stunt Car 
lan Bell and David Braben 4 
Elite (2), Zarch (2) 


Elite, the first 3D game we can remember, scored 
a couple of early goals - one for it's apparent vast- 





ness, the other for being ahead of its time. Geoff's 
Revs soon hit back though, thanks to the flashy 
computer-generated racetrack, and a stunning 
hat-trick from the staggering The Sentinel looked 
to put the event beyond question. But Braben was 
not to be defeated just yet (Bell had yet again left 
the field before the full-time whistle), as he 
brought the match to a grandstand finish with a 
couple of goals from Zarch. The climax was thrill- 
ing, but neither team could score and once again 
extra time was necessary. Although the action 
was fast and furious, there was nothing to distin- 
guish between the two teams and it looked as 
though the winner of the first semi-final would 
have to be decided by penalties. However, as the 
ref stood with whistle in mouth, Geoff produced 
some outstanding reviews of his new racer, Stunt 
Car, which were just enough to squeeze a goal 
and book a place in the grand final. 


Andrew Braybrook 3 

Undium, Rainbow Islands 

Jeff Minter 1 

Colourspace/Trip-A-Tron, Mama Llama (OG) ‘ 


Uridium, hat-trick hero of the first round, could 
only manage one goal - for its super smooth scrall- 
ing - but this was ably backed up by an effort from 
the superlative Rainbow Islands. The opposition 
struck back with the ingenious Colourspace, but 
it was not to be enough for his hairy highness and 
as the rain poured down towards the end of the 
game, a loose ball squirted from the foot of a be- 
draggled llama (probably, although not definitely, 
trom Mama Llama), and as goalkeeping Jeff was 
distracted by the strains of Pink Floyd pumping 
from his Walkman the ball bounced off his Konix 
and into the back of the net. “How irrelevant," 
thought Jeff, as he trundied back off to the moun- 
tains, shrouded in smoke. 


THE FINAL 
THE REAL THING 


As we looked forward to the prospect of a Bray- 
brook Vs Crammond final, we received an Earth- 
shattering bit of news back at the Sensisoft of- 
fices, deep in rural Cambridgeshire. The powers 
that be had written informing us that in accord- 
ance with rule 285, clause iii of the Stupid Com- 
puter Competitions Manifesto, we were disquali- 
fied from the competition after the discovery of il- 
legal RAM in our newly-installed Hard Disk User 
Ports. So now it seems that the final is actually to 
decide who's the best, most complete pro- 
grammer in the whole world. Geoff Vs Andrew, 
And Vs Gez, the final was to be judged on the 
overall ethos of each game, the gameplay, the 
thought behind it, the gelling together of all the 
other elements to create a separate entity in its 
own right - an original computer game. 
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> Left to Right: Sensible Software's Martin Galway, Chris Yates and JonH 
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Brennan celebrate their relief at the end of this tournament. 


Andrew Braybrook 4 

Gribbly's Day Out, Paradroid (2). Morpheus 
Geoff Crammond 4 

AHevs, Sentinel (2), Rainbow islands iG 
(0-0 draw afier penalties) 


Andrew slotted an early one home with Gribbly's 
Day Out (entertaining and colourtul with bags of 
fun, everything a game should be) and swiftly fol- 
lowed it up by two on the trot from Paradroid. But 
then Geoff hit back with Revs, a driving game 
with more functions than we had ever seen be- 
fore, rather like a flight simulator on wheels 
Geoff's half-time team talk really seemed to have 
some effect and The Sentinel, the highest scorer 
in the competition and winner of the much treas- 
ured Silicon Boot, soon pulled the scores back to 
level with one goal for it's awe-inspiring vision and 
another for it's highly original (almost chess-like) 
gameplay. Just when it looked like Andrew's 
hopes were fading, he came back with Mor- 
pheus, and it looked like it was going to be 
enough, when in injury time the substitute Rain- 
bow Islands commited the cardinal! sin of being 
an arcade conversion and scored an own goal 
with the last kick of normal time. Extra time 
proved to be pure farce, as player after player 
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was made by either side. Even a penalty shoe 
out was no help, as neither side mana 0 
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pion. 


THE TIE-BREAKER 


After much deliberation, we decided that the fai- 
rest way to split the sides would be to opt for 
something really basic - and this was the result 
Remember when you were at school and you 
wrote Nobby Stiles Loves Fanny Craddock on 
your schoolbook inside cover and then worked 
out what percentage she/he loved you by taking 
all the letters in Loves and adding them together’? 
Well, we decided to do this but using the names 
of the authors’ games instead of Nobby and 
Fanny, and we decided to use the letters for The 
One instead of Loves in order to work out the per- 
centage. The author whose games names would 
produce the highest percentage would be de- 
clared the winner (incidentally, have you noticed 


that this competition has got absolutely nothing to 
do with 16-bit computers at all, never mind - you 
pays your money you makes your choice!). First 

for the treatment is Andrew Braybrook. Whoops!! 


ANDREW BRAYBROOK 
AV ibbly's Day Out 
hradvvid ? 

— 

leu kal 

Mordheus 

Rainbow Islands 
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are, the victorious Andrew Braybrook and our very own Gary Pennand Ciaran 





Actually the first take of the tie-breaker was a bit 
of a disaster because Andrew scored 117 so we 
started again, and this time we omitted all the se- 
quels. Take Two. 


GEOFF CRAMMOND 


Revs 
Ahe Sentinel 
Stunt Car 


ON Me Sd 
$5 4 3 7 
WET 40 

1? % 17 
35 33 


Geoff looked stunned as he sunk back into his 
seal. His 68% was clearly not enough to beat An- 
drew's 78%, Andrew Braybrook was the cham- 
pion. With tears of joy in his eyes, Andrew strode 
Proudly up to the rostrum, and held the winner's 
trophy aloft, he was the Best Programmer Ever. 


What a moment! What a champion! What a Man! 
Thank God for our velvet ballbag. 








Pretty As A Picture, 
Mean As The Devil. 


Weird things happen... 
SUC iit ey marta em 
The Titanic has arrived. 
And after 300 years, Vigo 
the Carpathian won’t 
Stay dead. 
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Who you gonna Call? 


Get your bustin’ business 
back on its feet. Hit the 
COCR B Tell 
Ectomobile. Go 
underground to discover 
FOAM eI m ahi 
above it all with the 
Statue of Liberty. All to 
turn evil to good and 
defeat Vigo at the 
Museum of Art. 


Action, adventure, 
strategy challenges — 
PVR lm tie 
Ghostbusters II. 
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Zeus has called upon you! Only a brave and fearless warrior can save his beleved 
daughter Athena, from the cunning clutches of Nell, evil Lord of the Underworld. 


Risen from the grave, you are presented with Supernatural powers beyond 
this world. Collect the ‘mystical’ spirit balls and transtorm into an awe- 
some array of creatures — as Strongman, punch and kick harder than 
ever before, as WereWolf and Were-Tiger rip the flesh of the 
demons of hell and as Bear, knock out your enemies with 
one bad breath! 


You hear the distant cries of the beautiful 
Athena and as the terrors of the Underworld 
tighten their grasp, the beast within 
you rises to face the final battle! 








